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C> INITIALIZE 


THE ULTIMATE IN 
COMPUTER GAMING? 


Recently, Sendai's Vice President of Operations (and former CGR edi- 
tor) Mike Riley and | talked over some egg rolls and pork lo-mein at a 
local Chinese restaurant. Mike, in his usual manner, asked me what | 
thought would be the ultimate experience in computer gaming. Well, talk 
about a loaded question! | sat and thought about it for a few minutes and 
gave him my answer. Of course, with a question like that, you do more 
thinking after your original answer, so I've now been thinking about the 
ultimate experience in computer entertainment for a few days. Here's 
what I've come up with. . . 

| used to be into role-playing games, at least the pen-and-paper ones, 
because they offered the player an entire world of experiences outside 
the normal realm. What | find disappointing about most computer RPG's 
is that they have a specific end goal, and once you reach it, the game is 
over. Pen-and-paper RPG's had that kind of feel as well; you went on 
quests, killed creatures, and finally reached your goal. However, in these 
games, you could then move on to the next experience. All it took was a 
little imagination and some planning. Computer RPG's end and you can't 
keep playing. 

This is one of the reasons I liked Elite so much on the computer. Once 
you reached Elite status (the goal of the game), you could continue play- 
ing. The game did have its drawbacks, but the realization that there was 
an infinite number of experiences to encounter was a huge draw for me. I 
still like good RPG's, but when you win, it's time to put the disks away 
and forget about the game. There are some RPG's that l've won and 
enjoyed that I'm sure | can't remember because | haven't had the desire 
to play them for years. I've done all | can with them. 

What | would like to see is a virtual world. | don't mean something that 
hooks up to the virtual reality--my imagination is good enough to handle 
all of the tactile and visual necessities. What | would like, though, is a 
role-playing environment that works like a real world. In other words, in 
the course of your adventures, you could go on specific quests to recov- 
er items, seek out powerful, evil creatures and slay them and travel to 
other realms. However, once that quest was finished, you would continue 
on to the next. There would never be a final quest. If you depopulated an 
area of evil creatures, they would eventually return to plague the inhabi- 
tants. You would make enemies and friends. It would be a computer sim- 
ulation of every role-playing fantasy. An actual world where magic and 
monsters existed. 

Of course, there are two problems with this. First, it would probably be 
impossible to do. | can imagine it, but | don't think that current technology 
would be able to cope with it. Maybe it never will. Second, of course, is 
that if such a product existed, many of us (myself included) would never 
do anything else. If | had a computer simulation like this, | would spend 
twelve hours a day playing it. So much for making ends meet. So maybe 
it's better that current RPG's have a definite conclusion. It certainly keeps 
me more productive. Still, | can dream, can't I? 

As a last note, we're planning on starting a regular feature with game 
codes, cheats and tricks. Send them to CGR c/o Postage Due. 


STEVE HONEYWELL 
Editor 
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Sendyour questions, comments, witticisms and criticisms to: 


Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 


We'll choose one writer each month who will receive a FREE one year 
subscription to CGR! Please include your name and address with your 
letters. So hey - start writing! 


I Think There's a 
Contest in Here 


Somewhere... 
Dear CGR: 

In response to your asking for sug- 
gestions to improve an already great 
magazine, | have what may be a re- 
ally good idea. 

How about having a readers’ con- 
test for game reviews, with the win- 
ners getting their reviews printed in a 
future issue? It wouldn't be hard to 
stick to the format you've created, as 
it is a really good one. Besides, read- 
er input in this way can only help re- 
fine your reviewers’ abilities as well 
as giving all of your readers an idea 
how the non-professional gamer 
feels about games that are out there 
(new or old). 

Keep up the good work! 

Steve Wiren 
Anchorage, Alaska 


Your idea for a contest is very simi- 
lar to something we've been batting 
around for awhile, but in many ways, 
your contest idea is much more fea- 
sible. In fact, if you take a look at 
page 67, you'll see just how feasible 
it is. Thanks, Steve. 


Can You Speak Up 
a Little, Please? 


MORE 
CDTV 
PLEASE! 


Mark Price 
Winnipeg, MB, Canada 


Huh? | didn't quite get that. Next 
time, Mark, make your words about 
four inches high and we'll get the pic- 
ture. No, seriously, our coverage of 
CDTV products should be on the rise 
soon. 


Ahead of Your 


Time... 
Dear CGR: 

Well, I've been mulling this over, 
and | think a pretty cool idea for your 
magazine would be a poster insert. 
I've liked enough of your covers to 
say, "Hey, that would make a pretty 
awesome poster." It really doesn't 
have to be that big, maybe a page or 
two. | think this would be something 
unique and interesting for your mag- 
azine. 

Keep up the good work, and I'll 
catch you next issue. 

Myong Kyun Choo 
Piscataway, NJ 


Well, if the poster insert in the Au- 
gust issue wasn't enough for you, 
keep the faith. Next month will have 
a poster insert from a game that we 
have featured on the cover of a past 
issue of CGR. | won't tell you which 
one, so you'll just have to wait! 


Dinosaurs... 
Dear CGR: 

Where will it all end? Several years 
ago when | still had my old Com- 
modore 64 computer, | purchased a 
copy of Ultima 111 and immediately 
got hooked on role-playing games. In 
the years that followed, ! played Ulti- 
ma IV and Ultima V. | kept myself 
amused while waiting for the Ultima 
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game to be released by playing all of 
SSI's TSR games and the Bard's 
Tale series. Then, after | had about 
given up, Ultima VI finally arrived! 1 
purchased the game and immediate- 
ly took it home to play it. To my dis- 
appointment, | found that the game 
was incredibly slow; it was just too 
complex to play on a machine with 
as low a RAM as the Commodore 
64. So, | saved my money and 
bought a 286AT IBM compatible with 
a 40MB hard drive and both the 3.5 
and the 5.25 floppy drives and a 
VGA monitor. Now | was ready for 
anything. | then bought (and played) 
Martian Dreams, both of the Savage 
Frontier games by SSI and Pools of 
Darkness. | even bought the IBM 
version of Ultima VI and played it 
again. Then came the game that I 
had been waiting impatiently for, Ulti- 
ma VII, finally arrived. Talk about de- 
ja vu! At least this time | didn't waste 
my money. It said clearly on the label 
"886 with a 2MB minimum." They did 
it to me again! | would start saving 
for a 386, but they've already come 
out with a 486. What's next? A 586? 
A 686? They've also come out with 
CD-ROM. Like | said at the start of 
this letter, where will it all end? 

Your magazine doesn't help much 
with your glowing reviews of all the 
games requiring the higher RAM to 
play. | realize that the higher RAM 
you use, the better game you can 
have, but that is irrelevant when you 
have a machine that can't play the 
games. It's frustrating to read about 
a game that you can't play. Back 
when | had my old '64, | subscribed 
to RUN. I finally dropped my sub- 
scription when they started reviewing 
more and more Amiga games and 
less and less '64 games. | enjoy your 
magazine, but it's no fun reading 
about games that | can't play. Maybe 
you can divide your magazine into 
two parts: one part for the people 
that have the 640K and 1MB ma- 
chines and one part for the rich peo- 
ple that can afford to buy a new com- 
puter every year. 

Bennett V. Vorhies 
Vallejo, CA 


Sad to say, Bennett, but the 286 is 
becoming more and more of a di- 


The CGR Review Breakdown 

All numerical scores are based on 
a 1-100 scale, with scores above 90 
indicating a superior effort. 

The bar charts at the top reflect 
how the three reviewers feel the 
game rates in three different areas. 
Originality reflects how many new 
concepts are utilized in the game. 
Playability indicates how easy and 
fun the game controls are to oper- 
ate. Intelligence is based on the 
ideas behind the game, as well as 
how easy or difficult the game is to 
play. The manual rating is for the 
accompanying game material sup- 
plied with the game (including maps 
and other playing aids) as well as 
the manual. Graphics and sound 
scores show the level of the visual 
qualities and the sound and music in 
the game. 

The overall score is a combination 
of the three reviewers' scores. 


THE CGR REVIEWERS... 
Alex: Mr. Rees, that new car mani- 
ac, is still into crushing the opposi- 
tion in conquest style games, mak- 
ing Siege and Utopia right up his 
alley. Alex is also big on the quest 
games. Anything with a fantasy fla- 
vor is perfect for him. Lately, his time 
has been going towards playing the 
aforementioned Utopia and drinking 
too many caffeinated colas. 


Rick: Rick, CGR's E.M.T .-in-training 
is also a flight simulator fanatic. Any- 
thing that gets him off the ground 
makes him happy. Rick is also into 
role-playing games as well as sports 
simulations, making his tastes in 
computer software much more 
diverse than his musical tastes. Rick 
spends much of his free time playing 
Links 386 and going for those elu- 
sive holes-in-one. 


Steve: Our editor is celebrating the 
christening of his new office by trying 
desperately to finish Ragnarok by 
Norsehelm. That, and the fourth 
episode of Wolfenstein 3D have him 
stumped. As these two games indi- 
cate, he is a big fan of action games 
and likes some role-playing as well. 
Additionally, Steve loves a good mil- 
itary simulation. 


nosaur. The 386 is the new stan- 
dard, and with the advent of the 486, 
even the 386 is becoming outmoded. 
And yes, from what we've heard, the 
586 is currently in production and 
may be available as soon as late 
1993. 

I'm also sorry to tell you that split- 
ting our magazine in the way you 
have suggested is really not feasible. 
This is one of the reasons that we 
include the requirements for games; 
it lets you know right off the bat 
whether or not you'll be able to play 
the game. | understand that it is frus- 
trating to read about games you 
can't play, but that's how all of our 
readers who use Amigas feel when 
they see reviews for games like Ulti- 
ma VII, too. That's how PC owners 
feel when they see reviews for 
games like Birds of Prey or Populous 
II. What it all comes down to is that 
the march of technology goes ever 
onward, and as it does, older com- 
puter systems get outmoded. It's 
easy for me to tell you to save your 
money and get a 486, but that isn't 
always the best solution for you. 
However, if you plan to keep playing 
new computer games, you are going 
to have to eventually upgrade your 
system. With that in mind, the best 
thing for you is probably to save up 
for a 486 instead of a 386, since it 
soon will be the new PC standard. 


We Don't Need No 
Staples!... 


Dear Ladies and Gentlemen: 

1 have just received the second 
copy of your delightful magazine 
since | ordered my subscription. Are 
you out of staples? | cannot con- 
clude that they fell out en route, 
because microscopic examination 
revels beyond a shadow of a doubt 
that the holes were never punched. 
We should rename our Post Office 
the Amazing Ones. . .my loose leaf 
magazine arrived intact. . .that is, if 
the centerfold is an anatomy lesson 
for youngsters. | trust and hope this 
is not a cost-cutting exercise by a 
ruthless new regime that has suc- 
ceeded in a hostile takeover. | thor- 
oughly enjoy your magazine with or 
without staples and pray it will con- 


tinue to arrive at my house fully 
clothed. | may add that 37-year-old 
males who subscribe have no, no 
way, absolutely nothing on me. How 
about a 53-year-unprofessional 
FEMALE? Ay, yi, yi, oh no. What is 
computer gaming coming to? So my 
participles dangle. . .l'm old. 

Tjalda Gantt 

Denver, CO 


In response to your comments, in 
order, we have. . .Good. No, we're 
not. Very strange, indeed. | can think 
of better names for the Post Office. 
That's because our force of will kept 
it together. Yes, that was the correct 
center page. No takeovers here! 
We'll do our best to refill the staple 
machines. You're right, they've got 
nothing on you since your letter was 
by far one of the most entertaining 
we've ever received. No thanks, I've 
already got one. What you said. 
Lately, they've been coming to 
around $60.00 per. If it'S nice out, 
keep 'em out. You're not old, and 
anyway, we still like you. 
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ters and on GEnie, and most of the 
comments have been negative. So, 
starting in this issue, the interest 
graph is gone. It's dead. Bereft of 
life, it rests in peace. It is stone cold, 
out for the count, history, dead as a 
doornail. 

As far as including hard drive 
space, we felt that it was such a 
good idea, that we are now including 
it on the review pages in the Tech 
Specs. Also included in Tech Specs 
as of this issue is the number of 
players for each game. So, now that 
these are in and the interest graph is 
out, please, please, please, do not 
send any more letters concerning the 
interest graph. The issue is now as 
dead as the Peppermint Lounge 


The Last interest 


Graph Letter... 
Dear CGR: 

I've noticed that on game boxes 
they tell you everything except how 
much space the game will take up on 
a hard disk. It may seem trivial, but 
-I'd like to know how much of my hard 
drive is going to be taken up by a 
game. Maybe CGR could list this in- 
formation in its reviews. Also, in re- 
sponse to the question about the in- 
terest graph stated in June's Initialize 
article, | say don't waste the ink print- 
ing it. Maybe you guys could print a 
little guide in its place that tells things 
like the mentioned hard disk space, if 
extended or expanded memory are 
supported and, if so, what amounts 


j ? 
will make it run the best. ТИВЕН 
Keep up the good work. | rely on 
your magazine to decide which Aces... 
games to buy because | know that Dear CGR: 


| really enjoy computer games, but 
with a wife, daughter and another 
year of college, | don't have the time 
to play all the ones I'd like to. | have 
to choose one from several I'd really 
like to play, and that can be tough. I 


you're the best. 
Shawn Dickson 
Carmichaels, PA 


We've had a lot of responses 
about the interest graph both in let- 


PORTINIUM* 


Combine primitive, medieval, conventional and futuristic tech- 
nologies to create an unparalleled play-by-mail fantasy world 
where time travel is commonplace. To assist you in achieving 
your goals, you will begin play with a character, city, espio- 
nage unit and two divisions in each of the four ages on the 
planet Glacieria. Players may compete in all time periods 
simultaneously. The struggle to become a dominant player and 
participate іп ''The Gathering of the Four'' creates ап unprec- 
edented challenge. Receive over forty double-sided pages of 
high-quality laser graphic output on each turn. Explore over 
24,000 sectors packed with exciting battle action and adven- 
ture. PORTINIUM employs no wizards, magic or spells and has 
no hidden costs. 


ALSO AVAILABLE in two smaller versions: PORTINIUM Hi-Tech and 
Lo-Tech games offer many of the larger game features in one age of 
play: 
PORTINIUM 
$20.00 per turn 
(4-wk turnaround) 


PORTINIUM HI-TECH and LO-TECH 
$8.00 each per turn 
(2 and 4-wk turnarounds) 


One-time, LIFETIME setup fee of $25.00 includes; 198-page Hi-Gloss Player's Guide. 


Write or call for free brochure s 


start-up packet, free start-up turn, plus one free turn and subscription to game newsletter. 


had just finished Ultima VII and was 
looking for a new game when | read 
the July issue of CGR. | go so excit- 
ed from the review of Aces of the Pa- 
cific, | ordered it immediately. It 
sounded like the perfect game for 
me. 

Two days later when | played the 
game, | found it to be everything 
CGR claimed it to be. | can depend 
on CGR to stay on top of the new re- 
leases and keep me informed. With 
so many excellent games out and 
only so many hours in the day, | rely 
heavily on the opinion of CGR. | am 
never disappointed and have played 
some excellent games thanks to 
CGR's reviews. 

| do have a few suggestions for 
you. The Consumer Electronics 
Show in Chicago is something | 
would love to attend. | know there is 
no chance of that happening, so the 
closest | can come is just by reading 
the review in your magazine. | read 
every word and studied every pic- 
ture. When I finished reading the 
pages covering the show, | felt as if | 
had just been given one small lick of 
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P.O. Box 9897 Spokane, WA 99209-9897 (509) 325-6941 
CIRCLE #136 ON READER SERVICE CARD. 


10 COMPUTER GAME REVIEW 


THUNDER BOARD. PC GAMES LIKE 
YOU VE NEVER HEARD THEM BEFORE. 


Lend us your ear. And we'll stuff it with a calibre of sound the newest PC games. Plus 100% compatible with 
that's ears ahead of the competition. AdLib" and Sound Blaster" applications-to support 
Introducing Thunder Board" from Media Vision. the largest library of games possible. 
No other sound card out there today can soar to such à What's more, Thunder Board has breakthrough fea 


incredible heights. Or plunge to such awesome lows. 
And Thunder Board's dynamic filtering means dynamite 
sound. Higher fidelity. Bigger ka-booms. And more 
bang for the buck. 

Our guarantee is that we put the quality where your 
ears are. And the money where our mouth is. In fact, 
we'll refund your money if you don't agree Thunder 
Board is the best sound board for your PC games. 

In addition, with Thunder Board you get three free PC e 
action game samplers: Nova 9", Lemmings”, and Lexi-Cross." 

Plus, free Thunder Master" software that lets you record and 


tures to let you break all the sound barriers. Like twice 
the Digitized Audio Playback and Recording Capability 
at an explosive 22kHz-compared to the competition's 
puny 1 IKHz. 

Also, you get a squadron of powerful extras. Like a 

Joystick Port. Headphone Jack. An 11 Voice FM 

Music Synthesizer that lets you score music as well as 
‘ore points. And a Power Amplifier with built-in Volume 
Control, so you can have yourself a real blast-without blast- 
ing the neighbors. So take off-for a dealer near ANT And go 


А Н N р : у from static to ecstatic. 
edit sound files with a Wave Form Fditor. Because, with Thunder 
And Thunder Board is fully compatible with all Board, hearing is believing. 
[ 
Microprose Interplay Productions Sierra On-Line” Electronics Arts Broderbund Software 
Gunship 2000 Star Trek Conquest of the Longbow” PGA Golf Tour Prince of Persia” 


For the name of a Thunder Board dealer or simply some good sound advice, call Media Vision. 1-800-845-5870. 


Media Vision, 47221 Fremont Boulevard, Fremont, CA 94538. 510-770-8600, FAX: 510-770-9592. Media Vision, Thunder Board, 
and Thunder Master are trademarks of Media Vision, Inc. All other trademarks are the property of their respective companies. ©1992, Media Vision, Inc. 
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a huge ice cream cone. Couldn't you 
have given me a bigger taste? A few 
more pictures, a few more pages? 
Everybody raved about Guest from 
Virgin Games, but no one even gave 
me a clue as to what it's about. | 
want to know why they liked it so 
much, what it is and when it will be 
released. The few words spoken 
about the Ultimas and Strike Com- 
mander also left me wishing for 
more. | eat this stuff up! | can't be 
there, so 1 depend on youto tell me 
everything you possibly can. 
| also wish your magazine was a 
little thicker. Sixty-six pages for one 
month sure goes fast. Even if it's a 
few more mail order ads, game ads 
or hardware ads. Sometimes | end 
up buying another magazine (late at 
night when nobody is watching) just 
because it's thicker. Yours is much 
better, if only it was bigger. . . 
| compliment you on a great maga- 
zine. 1 really like your name change, 
too (Computer Game Review and 
CD-ROM Entertainment). It sounds 
more computer now instead of T.V. 
games. Keep up the great work and 
keep me informed on all the new 
games! 
Warren Henke 
St. George, UT 


Yes, Aces of the Pacific is one of 
the best flight simulators ever. I'm 
glad you liked it. As far as the CES 
coverage is concerned, l know it was 
only eight pages, but most of the 
previews we have shown in CGR 
since then have come from CES. 

Guest, or The 7th Guest as it is 
now called, is a horror game for the 
PC CD-ROM. The plot of the game 
has swayed back and forth since the 
game's inception. Look for it to be a 
Halloween release. Guest, Strike 
Commander and Ultima VII, part Il: 
The Serpent Isle have all been pre- 
viewed in past issues of CGR. 

You can tell by the last two issues, 
our size is getting up there. We've hit 
100 pages two months in a row and 
we're not done yet. 


More Aces... 
Hey CGR: 
| just thought | should drop you 
people a line to tell you that your 


mag is right on! | have just finished 
the strategy section on Aces of the 
Pacific. Rick seems to find the FAF-4 
Wildcat a flying boxcar, but | can 
usually bag a few Zeroes in a power 
dive. Over all, Rick is on the ball. I 
would like to know if you have any 
information on Their Finest Hour by 
Lucasfilm. | know it's one of the older 
games, but | am thinking of getting it. 
I've been having loads of fun with 
Secret Weapons of the Luftwaffe, 
and it might be fun just to try Battle 
of Britain scenarios. Also, any tips or 
hints on surviving low level European 
air travel would be helpful. | do have 
one gripe, though - Heroes of the 
357th. YOU sure are gracious with 
your review. | went out and got it, 
and boy, | am not a happy camper. 
Peter Calinesco 
Chambly, Quebec, Canada 
P.S. Anyone want to trade Heroes of 
the 357th for Their Finest Hour? 


| disagree with you about Heroes. | 
liked it and | will continue to like it. 
Concern- 


Whoops... 

For those who attended Summer 
CES and picked up a copy of Elec- 
tronic Gaming Retail News, there 
was a typographical error of epic 
proportions. Micro Revelation's staff 
was incorrectly listed. The correct 
staff for the company is President: 
Brian Lent, Marketing Manager: Ger- 
ald Allen and Sales Manager Jen- 
nifer Dunham. Micro Revelations is 
the maker of the action game Xeno- 
cide for the PC. 


Whoops Mach 2... 
Last issue, we ran a preview of Pa- 
triot from Three-Sixty Pacific. In the 
Tech Specs, we said that VGA would 
be required to run Patriot. We erred. 
The truth is, the game will require 
Super VGA. CGR regrets the error. 


And in Conclusion 

This month's free subscription 
goes to Warren Henke of St. 
George, UT. Now he has more mon- 
ey to spend on computer games! 


© Options for outcome of the war in the Pacific 
© Detailed or quick combat resolution 

о Complete or limited detection of units 

© Lend-Lease, Vichy France, and more 

© Factories, oil, mining, & ship building 

© Cities, capitals, ports, rivers, & fortresses 

9 Canals, straits, & islands; 6 types of terrain 
O Supports both mouse & keyboard interfaces 
о PC sound support for national anthems 

о No on-disk copy protection 


ing the 
topic of 
European 
air space, | HIGH COMMAND 
think i - i M 
E de The War in Europe: 1939-1945 
enas on m А “ Я А : 
p A Military, Economic, and Political Simulation of World War Il in Europe 
the type of 
š £ Not just a war game, this is the ultimate game of integrated grand strategy for World War II in Europe. In 
mission this game, just as in the real world, economics and politics are just as important as the military. Will you 
spend your time and resources on your economy, diplomatic initiatives, or the production of a war ma- 
you are fly- chine second to none? Will you develop your industry, provide economic aid, or plow resources into re- 
A search and development? Conduct land, air, and naval operations with 15 types of units and 16 types of 
Ing. I per- missions. Transport units across the seas, perform amphibious assaults and airborne operations, launch 
11 ап armored blitzkrieg, or use your submarines to prowl for enemy merchant marine. Conduct strategic 
sonally bombing campaigns and naval blockades to bring your enemies to their knees. Or perhaps a program to 
don't like develop rockets or atomic bombs is more your style. But don't forget that you may need to counter the 
enemy's covert activities, or initiate your own, in Iraq, Persia, Spain, Turkey, or some other strategic area. 
flying close And you can assign almost any activity to your computer high command so you can concentrate on the 
ying strategy that most deserves your attention. Whatever your philosophy, High Command provides you with 
to the the means to implement your strategy on the huge 72x68 hex full-color map that spans more than 40 
countries and territories, from the Atlantic to the Urals and from the Arctic Sea to the Sahara. Assess the 
round current situation on the strategic map with 20 display modes that can be activated alone or in combination 
g , with others. Review the progress of the game in the General's Notebook, which automatically records 
because it major events for the entire game. The menu-driven game system, which prompts you for action and pro- 
vides clear warning messages, makes this game easy to learn and play. But when you want to dig into 
leaves too the nuts and bolts, the professionally-printed 192 page illustrated game manual has the details. Just look 
at some of the additional features of High Command: 
little room o Full-color strategic & scrolling tactical maps 
о Supports EGA, VGA, & SVGA color graphics 
to maneu- o Play a friend or the computer on either side 
о Four full scenarios plus campaign game 
ver. The о Four tutorial, get-started scenarios 
о Comprehensive scenario editor coming soon 
more o Variable game difficulty & complexity 
j o Variable computer ability & personality 
height you о Weather varies with geography and time of year 
© Simultaneous movement for true fog-of-war 
ave e 
, 
A Product of Colorado Computer Creations, Inc. 
more op- 640K PC or Compatible Required: Only $44.95 plus $4.00 for prompt UPS shipping and handling. Add 
tun iti $2.00 for Second-Day Air. Demo disk $5.00. Colorado residents add 3% sales tax. Visa, MasterCard, 
portunities Discover, Personal Checks, and Money Orders Welcome. No CODs. Mail orders specify disk size 
you have Demo on CompuServe, Go GAMPUB (Choose Libraries, then Other Publishers, then search for HICOM) 
Microtech 
to be 4725 N. Academy Blvd., Colorado Springs, Colorado 80918 
above your Phone: (719) 593-1100 (10:00 am - 6:00 pm MDT Monday through Saturday) 
opponent; 
this means 
a lot! 


12 COMPUTER GAME REVIEW 


| Designed to challenge the master 


` Challenge the 
` GRANDMASTER 


"A worthy addition to the line of top-flight chess programs." 
COMPUTER GAMING WORLD 


р à DUM tite дн | 


Powerful er 4 Program FF 
for justi9e9.05 ^ 


hone skills and tutor beginners, Limited Time Only 
GRANDMASTER CHESS offers a P 

wealth of easy-to-uSe"fealtuugs: \ Р ORDER NOW! 
Super VGA graphics, incredible ' Wu L aa edu clu 
sound, multiple skill levels, 
teaching mode and much тоге, = 
And, the algorithm used in 
GRANDMASTER CHES © 
powerful that we guara 
will beat Chessmaster 3000 and 
Sargon V or your money b 


Disney $ und: Source, к Speaker. ENTERTAINMENT SOFTWARE 


mail ø FAX us a vem оће inside 
frofit cover from your aürrent 
| Computer chess ga AP 


ж) ioe, ДУ, ^ kw w. 


I О! rry VOU OW L 
another GM chess ve BW - 
CO 


you cam ардап 


hipping ana aE | Шр) 


along W УОП e 


card information. 


dentical едшр 3 championship leve! an ul IEA iar ge. 


For IBM or compatible 286/386/486 computers with 640K RAM and 

hard drive. Fof’3D-SVGA: 1 meg of extended or expanded memory. 
Mouse recoffimended. SVGA 640x480x256, VGA 640x480x16, EGA Capstone” 
640x3506. Supports Sound Blaster, Ad Lib, Roland MT-32, Сомо, THE PINNACI 


РОР 
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Links 386 Pro 


by Access 
50 95 65 79 94 94 


CGR Game Ratings 


Originality, 
Playability! 
intelligence 
Manual 
Graphics 
Sound! 


Overall Rating: 
Game Specs: 


Memory Requirements: 2mb 386 or better 
Support: Mouse, Super VGA (required) 
Sound Support: SoundBlaster 

Available for: PC and compatibles 

Designed by: Vance Cook, Kevin Homer, and 
Roger Carver 

Distributed by: Access 

Retail Price: $59.95 

Hard Drive Space: 4.8 meg 

No. of Players: 1-8 


Golf simulation 
fans, get ready for 
Links 386 Pro! 
Links is the first golf 
game to date that 
uses the extensive 
graphical capabilities and the power 
of your 386/486 computer. Enjoy the 
amazing effects created by true 
Super VGA color graphics. The 
makers of Links listened to you, the 
consumer, when they put this game 
together. Not only are all of the extra 
courses from the original Links use- 
able (Barton Creek, Bay Hill, Bounti- 
ful Golf Club, Firestone, and Dorado 
Beach Resort) they will also be 
upgraded with an all-new look pro- 
vided by a special conversion pro- 
gram that is included with this pack- 
age at no extra cost! No more trying 
to find the flag, or looking for the lit- 
tle white pin through the trees; just 
click the cursor on the flag icon, and 
the pin will race towards you, show- 


Get ready to tee off! Choose 
between mens', womens’, and pro 
tees, in their appropriate colors. 


ing you exactly where it is. An auto 
caddie feature is also included that 
will pick the right club for you, but 
sometimes, as with all caddies, you 
will get the wrong club. Generally 


emt Lexi scorsi nnd. Nh 


The ball is on the green, and you're 
shooting for par. Take a couple 
practice swings, and sink it. 


speaking, the caddie will pick the 
correct club. In this new version of 
Links, you will be able to keep track 
of your personal scores as well as 
Statistics from any course you play. 
All of your data is in percentages, 


mm 
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E ae 
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n 


This split screen shows you just 
one of the possible combinations 
when setting up windows. 
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and the program will even record 
information on each individual club, 
giving you your longest drive, per- 
cent on the fairway, in the rough, 
sand, water, etc. Plus, as an added 
bonus, you can even replay your 
favorite shots from the normal angle 
and a reverse angle. If you have a 
really good shot, you can save it to 
disk and view it later. If you do not 
like the colored shirt your player is 


The sand traps are dangerous, 
but the water holes are even 
worse. Take your best shot! 


wearing, just change it! You also 
have the option of playing as a male 
or female golfer. 

What golf game would be com- 
plete without an announcer? You 
can even hear your own comments 
if you blow a nice shot, or end up 
with a bad lie. When you finally 
make it to the green, you can call up 
certain aspects like the lie, which will 
give you a graphical representation 


the ah P NM 2 M ] 


x 


L سسس‎ 


Let Links 386 Pro graphically rep- 
resent your distance away from 
and above the cup 


how far away and how high above 
the pin you are. Links 386 has a new 
feature that allows you to add or 
subtract a player during actual game 
play as well as a brand new window 
feature that lets you create what you 
want to see in two or three display 
windows. You can incorporate your 
choice of the main view on one half 
of the screen with the lie of green, or 
the top view along with the score 
card in another window, giving you a 
total of three windows to work with. 
If you choose, you can also print out 
any of the statistics or score cards at 
any time. With the new over head 
feature added to Links 386 Pro, you 
are able to zoom in on any hole on 
the golf course, as well as the ball. 


out there, Links 386 Pro now sup- 
ports female golfers and voices! 


Have you ever wanted to play your 
friend, but he or she is not avail- 
able? Well, all they have to do is 
play the course, save it, and give it 
to you. The computer will play out 
their every move, letting you play 
against or with them. 

With Links 386, you can play the 
greatest courses in the country right 
from your own desk! Don't miss it - 
this is a game that will hit the 
shelves soon, so run to the nearest 
store and reserve your copy today, 
and try for a hole in one! 


| enjoy an occasional game of golf 
on the computer, but | cannot real- 
ly say that they are my favorite 
kind of game. When | first saw 
Links 386, | was very impressed. | 
am not saying | would play it con- 
stantly, but when | get in the mood 
for a few holes, this is th 

will want to play. The gra 

nothing short of awesom 

break up some when view 
close, but otherwise they a - 
ning, as is the golfer animation. 
For those with the right sound 
boards, there are a number of digi- 
tized voices and sounds which add 
immensely to the overall enjoyabil- 
ity. This game does not try to get 
by solely on good looks, though. 


The game mechanics are easy to 
use and all kinds of useful features 
add to the overall playability. You 
have a variety of methods to adjust 
the difficulty setting so that even a 
beginner can play like a pro. You 
can watch your hit both from the 
fer's viewpoint and from a 
erse angle perspective. When 
really nail a great shot on to 
green or maybe even hit a 
-in-one, you can save the shot 

So that you can show it to your 
friends later. The game also does 
a great job of recording a number 
of stats on each of the registered 
golfers. Best of all, you are able to 
update all of the course disks from 
the original Links game. -Alex 


I have never seen a better golf 
game, period! Links 386 Pro is 
the leader, and will set the stan- 
dards for every future golf game 
on the market. While the memory 
and system requirements are a 
386 or higher and super VGA 
graphics, all you have to d 
it once, and you'll decide 
for a system upgrade! Th 
abundance of new feature 
include auto caddie, statisti - 
er, male and female golfers, save 
a shot, graphical displays of the 
terrain, and even new male and 
female voices! Included in this pro- 
gram is a new feature that blows 
me away. | can play a round of golf 
on Pinehurst, save it, then give it 


to my friend and let him load it in 
and he will be playing me! The 
computer will match each shot. 
The sound and graphics are 
superb. You will be yelling at your 
computer for missing that all- 
important chip shot! After playing 
les, | looked at my statistics 
e first time, and | was 
d by the detail. | actually 
le from the percentages (my 
ics) of my mistakes, and cor- 
rected them. One of my favorite 
things to do is to hit a ball directly 
at a tree and see it zoom past my 
player. This is without a doubt the 
only golf game | would ever buy 
again! In remembrance of my 
unbelievable eagle, buy it! -Rick 


l've played golf games before and 
l've been impressed with some of 
them, but I've never played a bet- 
ter golf simulation than Links 386. 
This game is a nearly perfect 
upgrade of the original Links. The 
reverse angles, the voices, the 
excellent speed of updat 

chance to save your truly 

rable shots, everything ab 

game marks it as a winner. 

er excellent feature is the 

voice. | admit that in golf games of 
the past, | didn't think voice was 
that important. After playing Links 
386 Pro, | have changed my mind! 
The only thing | would change is 
that when you take a shot by the 
water, the golfer stands on it as if it 


were a flat surface. The game has 
excellent challenge if you are good 
at computer golf, but the beginner 
mode is perfect for those just start- 
ing out. If you are looking for the 
ultimate in computer golf games, 
you've found it here. | cannot see 
is golf game can be topped 

ext couple of years, and if 

e is gong to do it, it will be 

Ac with another version of 
could play this game for 

hours and never grow tired of it. In 
fact, | have played 36 holes at a 
sitting and only ended up wanting 
to play more! This game is the 
Masters Tournament of computer 
golf! To play it is to fall in love with 
the sport! -Steve 
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Conflict: Korea 
by SSI 


627 185  :94.. 85°, 50: 44 


CGR Game Ratings 
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Overall Rating: 84% 
Game Specs: 


Requirements: 640K 

Support: Keyboard, Mouse 

Sound Support: None 

Available for: PC and compatibles, Amiga 
Designed by: Norm Koger 

Distributed by: Strategic Simulations, Inc. 
Retail Price: $49.99 

Hard Drive Space: 1 Meg 

No, of Players: 1 to 2 players 


A mere five years after World War 11, 
the United States became involved in 
another skirmish against the enemies 
of democracy. North Korea was the 
battleground where American forces 
faced off against the Korean and Chi- 
nese troops. Conflict: Korea puts you 
into the shoes of General MacArthur 
as you plan and direct the invasion of 
this enemy-laden territory. Three sce- 
narios based on historical encounters 
are included, along with a hypothetical 
scenario which supposedly takes 
place in 1995. There are six levels of 
difficulty to allow the game to be 
played by people of all skills. You can 
play as either the United Nations or 
Communist forces against the com- 
puter or a friend. You can also choose 
to control only the land based assault 
while the computer makes the deci- 
sions for the air operations. A complex 
system of rules strives to emulate the 
many variables in modern warfare. 
Factors like guerrillas and refugees 
are even taken into account. Every 
detail down to individual platoons and 
vehicles are at your command as you 
refight the Korean War. 


ELOY EBLE LA BELLIES EES 
Я eee 
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Give your units their assault orders 
and hope that they can overcome the 
opposing entrenched units. 


ч 
nility 


bu selecting its 
force to another 


You can view your units at will. Com- 
bine weaker units into a combat 
force to be reckoned with. 


Current Level Best 


Airfields 
Taegu 
Pahang 


Current Oci 


lations 
United Nations 
United Mations 
Keep tabs on the various airstrips to 
check their status and who is cur- 
rently holding them. 


You can choose to have the map dis- 
played with or without the overlaying 
hex grid. 
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Historical battles really do not 
interest me much. | would be just 
as happy (probably happier) fight- 
ing a strategic war game in a fan- 
tasy or science fiction setting as 
in a skirmish based on historical 
not even 
nizable 
history. 
done in 
jame easy 
to learn and play, but | found the 
game to be somewhat limited in 
capturing my interest. It appears 
to be a rather detailed battle sim- 
ulator with features like air strikes 
and veteran units. However, | did 
not find myself playing this sim 
for very long. -Alex 


| have to say that | think SSI is 
one of my favorite companies. | 
think they create good quality 
games, and they take their time 
with every one of them. | like mili- 
tary games that are based on real 


at this point in computer enter- 
tainment, should be improved. 
Overall, this is a good solid mili- 
tary game. Lastly, | must com- 
ment on the instruction manual: it 
is one of the most informative 
and comes with a whole set of 
important charts! -Rick 


Aaahhhhh! Playing a military sim 
by SSI is like slipping into a com- 
fortable pair of shoes. These 
were the games that | played 
years ago, and few companies 
did military simulations as well as 
Strategic Simulations. While 1 
usually jm ased 
in Worl | nflict: 
Korea to, ality of 
game m an 
SSI si n Imost 
as enthralling as invading Nor- 
mandy or fighting for El Alamein. 
This is wargaming the way it was 
meant to be! The difficulty is right 
on. All | could ask for is some 
more history on the campaigns in 
the manual. -Steve 


FEATURING 
SUPER VGA 
GRAPHICS! 


From the people who brought you Harpoon ` comes the most original 
military strategy game of the last five years. 


= ғ heatre of War™ is a totally engrossing synthesis of surrealistic chess and a real-time 
y? EA RE WAR strategic simulation. You control one of three warrior sets - Medieval, The Great War 
м and Contemporary - іп a SuperVGA, 256 color “living” world of warfare. 

March across a pulsating battlefield into the teeth of a relentless enemy. Plant 

ance ZU] mines, plan strategy, then prepare for attack. Tanks rumble over the 

lÎ horizon. Shells rip through the storm clouds. The moans of the 

wounded echo in the undulating valleys. Your merciless opponent is 

both brilliant and cunning. Decisions must be made in split seconds 
or your forces will be overrun. 

Strategy, combat and conquest. That's Theatre of War. Or as 
Steve Warthovsky from Compuserve’s Electronic Gamer puts it, “the 
most original and refreshing game design I’ve seen in a long while.” 

To order: see your favorite software retailer or call 409-776-2187 
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High Command 
by Colorado Computer Creations 


53 82 93 (85 47 25 


CGR Game Ratings 
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Overall Rating: 82% 


Game Specs: 


Requirements: EGA, 640k 

Support: Keyboard, Mouse 

Sound Support: None 

Available for: PC and compatibles 

Designed by: Gregg Carter, Joey Nonnast 
Distributed by: Colorado Computer Creations 
Retail Price: $ 44.95 

Hard Drive Space: .7 Meg 

No. of Players: One player 


Colorado Computer Creations is 
now releasing the first of a new series 
of games. High Command - The War 
in Europe: 1939-1945 puts you in 
charge of either the Axis or Allied 
forces during World War II. Playing in 
a strategic boardgame style, you must 
control three different factors of great 
importance. You must plan strategy 
and tactics for the movement and 


deployment of your military. A number 


of different units are available which 
you can produce and deploy. By con- 
trolling the economy you can aid 
research, develop resources, produce 
new units and improve your produc- 
tion facilities. The third factor is politi- 
cal. With enough diplomacy in the 
right places, you can influence atti- 
tudes toward yourself or your enemy. 
You can even bribe some countries 
into joining your side. Nine scenarios 
are included with the game. The first 
four teach you the basic controls of 
the High Command game system. 
The other five are full-blown scenarios 
which begin during key points of the 
war. To order High Command, call 
Microtek at (719) 593-1100. 


Use your resources to build more 
military units or to improve your pro- 
duction facilities. 


"Alm T4 © re 
During the game, countries will ake 
sides. Generous contributions might 
help them decide in your favor. 
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Battles are the key to achieving vic- 


tory. Without strong units, you are 
almost certainly doomed to fail. 


The hex design map and square unit 
"counters" add to the whole strategy 
boardgame feel of High Command. 
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When | was younger, | enjoyed 


playing an occasional war game. 
High Command refreshes memo- 
ries of these boardgame ses- 
Sions, as it has the same kind of 
style. The instructions look intimi- 


dating ut trols are 
not tha 0 ; and after 
a little t almost 
secon The e com- 
bines r ors, but 


does so in Such a way that it is 
easy to get the feel for the game. 
It may not have the complex mili- 
tary strategy as some of the other 
war sims. Instead, it appeals 
more to intermediate strategy 
buffs who do not need all those 
extras. -Alex 


Let me start by saying that | am 
generally turned off by even the 
best simulations. Consequently, | 
normally do not have much fun 
with these types of games, so ! 


explains in depth how every con- 
trol works, and it also includes 
examples. The graphics could be 
much better and the sound is not 
very exciting, but overall, the 
game play is good. It's a decent 
simulator, but let me get back to 
flying! -Rick 


|| have to agree with Alex right off 


the bat on this one. While | found 
High Command to be an appeal- 
ing title, | didn't find it to be all 
that exciting. Military simulations 
were one of the things that got 
me into computer gaming in the 
first pla E 
played a toi 
mand is 


plus side, the controls are very 
good and the game is really quite 
easy to learn. The excellent tuto- 
rial is a big help in learning the 
game system. This is a good first 
effort, but it falls a little bit short 
overall. -Steve 


Welcome to the Chess Game 
ot Tomorrow. 


BATTLE CHESS 4UDU 


Yesteryear’s timeless classic is now a 
game for all ages as Interplay Productions 
presents BATTLE CHESS 4000™, the 
classic chess game that rushes headlong 
into the future. Moving across a 
translucent chess board set in a futuristic, 
deep-space station, chess pieces become 
animated space-age characters, created 
from state-of-the-art, digitized clay 
models. And the moves they make will 
keep you in stitches. 

A swashbuckling, space captain forgoes 
his blaster to wield his light saber at your 
mad scientist. 

A robot rushes in to tickle the mad 
scientist to death ... and all you can say 
is “check”? 

All this and brains too! But for all its 
humor, BATTLE CHESS 4000™ is the 
strongest and most versatile chess 
program on the market. With a massive 
opening library of over 300,000 moves, 
BATTLE CHESS 4000™ can handle any 
level of opponent. And it learns as it 
plays by constantly adding strong moves 
to its database! 
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MS-DOS Screens Pictured. 


Some of the many features of 

BATTLE CHESS 4000™ are: 

W Learns as it plays! 

m Infinite levels of play from beginner 
to grandmaster 

m Built-in chess clock 

m Take back and replay moves, or try 
“What If? scenario 

m Choose opening lines of play 

W 2Dand 3D modes 

m State-of-the-art animation from digitized 
clay models 

E Special SVGA version with 640x480 
256-color graphics 

To order BATTLE CHESS 4000™, call 

1-800-969-GAME, or see your local retailer. 

Coming soon on MS-DOS. 


207 


Interplay Productions 
3710 5. Susan, Suite 100 
Santa Ana, CA 92704 
(714) 549-2411 


© 1992 Interplay Productions. All rights reserved. 


BATTLE CHESS 4000™ is a trademark of Interplay Productions, Inc 


Utopia 
by Konami 
79 8 87 
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Overall Rating: 90% 
Game Specs: 


Requirements:640K 

Support: Keyboard, Mouse 

Sound Support: Adlib, Roland 

Available for: PC and compatibles, Amiga 
Designed by: Gremlin Graphics Software 
Distributed by: Konami 

Retail Price: $49.95 

Hard Drive Space: 1 Meg 

No. of Players: One player 


Have you ever 
wanted to partici- 
pate in the 
potential pros- 
perity of a newly 
formed colony, 
created to civilize 
alien worlds throughout the vast 
reaches of space? Did the thought 
of contacting strange and unimagin- 
able life forms ever give you reason 
to stop and think? If so, then per- 
haps Utopia is a game that you 
might enjoy. 

The game takes place on any of 
ten different distant planets. Your job 


You will need all of your wisdom 
to guide the physical and techno- 
logical growth of the colonies. 


The council of advisors keeps 
you updated on the status of the 
various aspects of maintaining 
the colony. 


is not only to help your isolated com- 
munity to survive, but to thrive and 
grow to fill the colony world. Sharing 
the planet with you (although their 
city never actually appears in the 
game) is a race of other beings 
whose goal is pretty much the same 
as yours, to colonize new planets for 
their people to inhabit. It is possible 
for the two of you to exist in relative 
calm, but you also may be at each 
others throats. 

You decisions will affect the wel- 
fare of the population of your small 
town. Various crisises will occur, and 
if you are not well prepared then you 
may be hard pressed to remedy the 
situation before it gets out of hand. 
The buildings which supply the vital 
supplies of energy, food and air 
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Ву allotting money for intelli- 
gence surveillance, you can find 
out about your neighbors. 


must grow with the population or 
massive fatalities may result. Events 
like solar eclipses cannot be con- 
trolled. However, with the proper 
preparations, they may cause only a 
minor inconvenience. 

Morale and quality of life are also 
factors to be taken into considera- 
tion. If your people are not happy 
with their lives, then they are likely to 
make your life miserable as well. 
Since idle hands often get into mis- 
chief, put your people to work con- 
structing your buildings or working in 
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your factories, hospitals, laboratories 
and security headquarters. 

There is also a financial aspect to 
take into account. If you start to 
spend more money than you are 
taking in, you may soon find yourself 
without the means to support the 
facilities the colony requires for sur- 
vival. Trade and careful money man- 
agement will keep everything run- 
ning smoothly, but occasionally 
unforeseen circumstances like theft 
of colony funds may hurt your bal- 
anced economy. A steady flow of 


Investment in military or civilian 
research grants will result in the 
development of useful inventions, 
like the long-range radar. 


cash to the research grants will help 
your laboratories to develop new 
technologies that will help you in the 
future. Some of these inventions are 
simply improvements on existing 
devices, while others are completely 
new and revolutionary. 

No matter what you do, you are 
likely to eventually get into a couple 
fights with the neighboring colonies. 
An effective defense net of missiles 
and laser cannons will help to pro- 
tect your perimeter. At the same 
time, a mobile force of fighters, war- 
ships and tanks developed in your 
weapons factories can converge on 


um 


The overhead maps show you 
how far your little society has 
spread. You can also view 
resources and military units. 


Scaffolding indicates that there is 
a building currently under con- 
struction. The construction time 
depends on the building type. 
enemy units and even take the fight 
to the walls of the enemy city. 
Warning lights will flash when you 
have run out of reserves of air, 
power or food; if you do not act 
swiftly, it will cost you colonists' 
lives. An icon driven side bar allows 
you easy access to all of your com- 


The necessities of life are provid- 
ed by solar panels, power sta- 
tions, life support facilities and 
hydroponics laboratories. 


mands and lets you view the status 
of your community in a instant. 
Overhead maps allow you to view 
the entire planet. Military units, city 
blocks and ore deposits can be sin- 
gled out for viewing. These are just 
some factors to consider when you 
are building a true Utopia. 


A strong perimeter of laser tur- 
rets, rocket launchers and radar 
stations will supplement your 
attack ships and hover tanks. 


Those of you who are familiar with 
my tastes probably know by now 
that games of this sort are among 
my favorite. This, however, does 
not blind me to faults | may find in 
these games. | have to admit that, 
although | tried my best, | could 
not find any real proble 
Utopia. The game begins r 
slowly, as your money and 
of available workers is more Ш 
ed. It is not long before yo ° 
able to start expanding quickly and 
filling the landscape. The idea of 
research grants to develop new 
inventions adds considerably to 
the enjoyability of the game. The 
graphics are clean and detailed 
and occasional geysers dotting the 


terrain makes the entire atmo- 
sphere more realistic. There are 
also a couple of good songs that 
you can play as background 
music. The military aspect of the 
game is not too intrusive on the 
main focus. However, it is avail- 
r those people who like to 
a is included in these types 
es. This is well integrated 
Utopia, although | think that 
hould be an easier way to 
give commands to your air and 
ground units. | found Utopia to be 
an enjoyable game to play in all 
aspects. The concept was well 
thought out and the program 
design works well to produce a 
great game. -Alex 


о 


Utopia, іп ту opinion, combines а 
lot of good qualities from other 
games and makes it's own 
improvements in some pretty cool 
ways. Let me begin by saying the 
music is great and the sound 
effects keep you coming back for 
more. | like the graphics, b, 
sonally have a problem 
a small viewing area. lik 
as much of the playing fie 
possible. | must say | like t 
of research and the way you build 
industry. It is kind of funny, but this 
game reminds me of an old game 
for the Commodore 64 called Pro- 
ject Space Station. It combines the 
same type of skills: you have the 
choices of how your city will grow, 


if at all. You must make all of the 
choices including how many food 
plots to have, and with these plots 
you have to build stores to dis- 
tribute the food. To me, the advi- 
Sors were very helpful in the begin- 
ning. When you finally get to 
space and make contact 
planets, the game gets 
g. You have to plan for 
ense as well as your 
- You even get to choose 
from different power types, and 
you may want to take both of 
them, or some rather unpleasant 
things may happen. All in all, play- 
ing this game is enjoyable and 
should not be missed, especially if 
you like planning games. -Rick 


Utopia has some similarities to 
games like Populous and Civiliza- 
tion, but there are a number of dif- 
ferences that make this game a 
unique pleasure. One of the things 
| really liked about this game is 
that it starts out pretty slow, which 
gives you the chance to ju 

into the game without ge 
frustrated that you tur 
machine off. Of course, t 

is not easy to learn or pla’ 

good challenge that really main- 
tains it's enjoyability factor. | also 
like the completeness of the title. 
Six different advisors give you 
advice on what to do next and your 
options are myriad. Arming your 
city is an interesting choice. When 


I first played, | ringed my people 
with missile launchers. The prob- 
lem | encountered was that my city 
soon expanded to include the 
launchers, putting them right in the 
middle of my population. While you 
don't get the same sort of "realis- 
choices you do with SimCi- 

ore drawn to this game. 

n reason for this is that I 

li chance to defend my city 
ly as well as the chance to 
attack threatening civilizations. | 
really like the overhead maps that 
give you the world at a glance. 
Utopia may not take the place of 
Populous Il for me, but it certainly 
makes the grade as one of the 
best of this style. -Steve 
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The greatest collection of 
solitaire games ever! In addition 
to the 105 individual games, 
there are tournaments, quests 
and cross country journeys for a 
lifetime of gaming entertainment. 
"Solitaire's Journey" ranges from 
the simple and easy all the way 
up to the strategic and 
challenging. 


Andrew Visscher's and Bruce Williams Zaccagnino's ... 


105 SOLITAIRE GAMES 

(Most of the world's best) 
TOURNAMENT PLAY 

(Set tournaments or create your own) 

4 INTRIGUING QUESTS. 

SEVERAL CROSS-COUNTRY TOURING 
COMPETITIONS. 

COMPLETE HISTORY AND OVERALL 
AVERAGES FOR EACH GAME 


Quantum Quality Productions, ine 


The "Solitaire's Journey" computer 
game is IBM PC and soon to be 
Amiga compatible. It can be 
obtained through your favorite 
retailer or ordered direct by calling: 
1-908-788-2799 

©1992 Q.Q.P. All rights reserved. 
IBM is a trademark of International 
Business Machines. 
Amiga is a trademark of Commordore. 


Another Mark Baldwin Triumph!! 


This game is based ona wee year old 
tournament series and includes a highly 
refined yet simple playing system. 
* Gorgeous playing field and landscapes. 


* Clean and simple interface. 
* Two difficulty levels. 


Can You Be?... 


Quantum Quality Productions; ing. 


“The Perfect General” computer game is 
IBM PC and Amiga compatible. It can be 
obtained through your favorite retailer or 
ordered direct by calling: 
1-908-788-2799. 


e You control every move and fire of your forces. 

* Superior artificial intelligence. 

* One or two players, human or computer, plus 
play by modem. 

* A wide range of intriguing scenarios. 

* The thrill and sounds of artillery, tanks and 


© 1991 AM. 
infantry in action. 


IBM is a trademark of International Business 
Amiga isa се 
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B-17 Flying Fortress 
by Microprose 
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Overall Rating: 
Game Specs: 
Requirements: 640K, 286, 386 or higher is 
recommended. 


Support: Keyboard, Mouse, Joystick (rec) 
Sound Support: Ad Lib, Roland, SoundBlaster 
Available for: PC and compatibles 

Designed by: Mike Brunton 

Distributed by: Microprose 

Retail Price: $59.95 

Hard Drive Space: 6 Meg 

No. of Players: One Player 


Their chances of survival were slim, 
but despite tremendous adversity, the 
Crew of the Memphis Belle returned 
from their 25th mission to become 
heroes of the Allied air offensive in 
World War Il. What did these fly boys 
really experience? Find out for your- 
self as you lead a 10-man crew to vic- 
tory or to their fiery deaths. Fly 25 per- 
ilous missions in broad daylight from 
bases in eastern England. It is up to 
you to allocate crew members to their 
specific tasks! You will fly in actual 
World War Il formations with other B- 
17s and perform missions critical to 
the war effort. Destroy strategic tar- 
gets like canals, bridges, dockyards, 
submarine pens, factories and much 
more. Hold on to your seat while you 
pilot your way through intense flack. 
Fire back from one of your gun posi- 
tions when enemy aircraft seek to add 
you to their list of kills. If one of your 
four massive engines catches fire, try 
putting it out with the fire extinguish- 
ers; if that fails, take your B-17 into a 
dive reaching speeds of 300 m.p.h. 
and above! Everything is in your 
hands! Good luck and good bombing! 


Check the condition of your B-17 
anytime during or after battle. There 
isn't a gas station up here! 


одда йим ki ene‏ اترات د 
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f 
Watch your tail! Bandits are on your 


six; see if you can shake them with 
your tail gunner! 


When an enemy is this close, it is 
hard to miss. However, it is easier 
for him to hit you as well! 


You get to choose your own artwork 
for the nose of your plane. You can 
have up to six planes at a time. 
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Some of you out there might ask, 
"Yet another flight sim." Well, not 
really. B-17 is a flight combat 
simulator, but one that is quite 
different. If you want, you can let 
the computer do a great deal of 
the flyingswWhiile. yauspaye attention 
to otha etais- t gave never 
seen a сате еге you 
contro IRE Wigividdalyactions of 
each of Yur ten Ge Members! 
The actual recon films of your 
mission objective were also a 
nice touch. | like my flight games 
to be really simplistic, but those 
who do not agree will probably 
enjoy B-17 more. | did enjoy it, 
and | liked the numerous features 
and options. -Alex 


This has been one of my “looking 
forward to" games. When | 
received this game, | booted up 
and was amazed at the quality 
that was put into it! You can con- 
trol all of the crew members at 
any timesdüting theggame. This 
is simply the best B-17 flying 
game &yerL To date; hothing 
comes close to this B17 game! 
As stated ШП my reviewer profile 
on page 9, | like technical sims 
and this is technical! You can 
control all of the engines sepa- 
rately! If someone gets shot, you 
have to send another crew mem- 
ber to help or take over his posi- 
tion. Nice job Microprose, it was 
worth the wait! -Rick 


B-17 is really more than a flight 
simulator. While | like the aver- 
age flight game, | enjoyed many 
aspects of this title even more. It 
was very nice to let the computer 
take care of the flight aspects of 
the game while | manned the 
ball-turrexGn Eu 915196 of the 
massive ааган. OAG of the 
downers of this, title Was that it 
took seemingly forever to get the 
plane off 6 7а Realistic, 
yes, but as far as game play is 
concerned, | was just short of 
pacing behind my chair until we 
were in the air. This is two games 
in one and both games are excel- 
lent. This is one to enjoy for a 
long time. -Steve 
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Plunge into a medieval world to e NINE BEAUTIFUL SCENARIOS. The "Conquered Kingdoms” 


yi бесек! — * ARANDOM MAP GENERATOR. computer game is IBM PC and‏ ا 
land of conquest & glory. Invade ° soon to be Amiga compatible. It‏ 
ctes Kaamanan БА ОНИП THE COS tna tau Yair‏ 
use the forest to your advantage d favorite retailer or ordered direct bı‏ 
as you battle across the € 21 LEVELS OF PLAY (STRONG Al). сайт: retailer ог ordered direct by‏ 
Cascatian Realm, to become the * MODEM PLAY. 1-908-788-2799‏ 
reigning king. Just about the * COMPLETE GAME SCORING HISTORY. 61992 Q.Q.P. All rights reserved.‏ 
best strategy and tactics game * RICH IN STRATEGY AND TACTICS. IBM is a trademark of International‏ 
you will ever play. ө SEVERAL FULL CAMPAIGN Business Machines.‏ 

CONQUESTS. Amiga is a trademark of Commordore. 


CIRCLE #155 ON READER SERVICE CARD. 
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In the Shattered 
Realms, life begins 
anew. Amid the terri- 
ble chaos caused by 
the fall of mankind, a 
ss jnew civilization of 
men and creatures has arisen. Com- 
bining the best elements of technology 
and magic, Legend of Future Past 
opens up a whole new world of excit- 
ing role-playing opportunities. While 
the game does not have graphics or 
sound, an entire world is here for you 
to interact with. The game is accessi- 
ble only via modem, and any number 
of modem users can play at any time. 
You will be able to talk to other play- 
ers and go exploring and adventuring 
with them. Legends of Future Past 
offers you a huge assortment of skills 
and spells to choose from. Upon your 
arrival in the Realms, you will create 
your character and will be able to per- 
sonalize his or her appearance to suit 
your tastes. Special events in the 
Realms occur every night, and on the 
weekends there are major quests that 
can involve any number of characters. 
For information, call (508) 842-2814. 


| 


In a day and age when graphics 


There aren't any graphics, there is 
no sound and there does not seem 
to be any real goal. Nevertheless, 
no other game, no matter how 
graphically advanced, captures the 
true essence of role-playing like 
this one. So what makes this game 
So awesome in my eyes? 
tion! This game simulates 
character interaction 


with other people. This is 
made the pen and paper RPGs so 
popular: the ability to share an 
adventure with a group of people 
who will react their own way to a 
given situation. When | first start- 
ed | was amazed by all of the peo- 


ple who took time out of their own = 


game to help me get started. They 
bought me armor, enchanted my 
sword and helped me to make my 
first kills. Later on, when | ran into 
my first novice, it gave me great 
pleasure to be able to offer them 
some advice and help them to get 
ed on the right track. This 
e turned out to be part RPG 
rt ultimate party line. | 
playing more for the 
social aspects than the game play- 
ing (although, | thought the game it 
self was a great representative of 
a text quest game). Special thanks 
to Don and Ferumbras. Good luck 
to Judus, Ncc and Bok. Sheshe, 
you have stolen my heart. Signed, 
Arris Du Corbin. -Alex 


When | heard we were going to be 


reviewing this type of game, | must 
say | was more than skeptical. | 
did not see how a game that does 
not have any graphics (or sound, 
for that matter) could be enjoyable, 
or even approach being fun. Well, 
when Steve introduced 
game and let me take ovi 
myself helpless, stuck, 
trated. Then, all of a su 
really neat thing happene t 
three of four people came up to 
me, took me around town, gave 
me gold, gave me armor, weapons 
and even an enchanted sword. I 
guess the best part about the 
game is the friendships that you 


an interactive game, where the 
interacting is done with real peo- 
ple! Because you can communi- 
cate with live players, the comput- 
er also lets you smile, sigh, giggle, 
laugh and an assortment of other 
actions to not only talk to another 
but to show them some- 
well. In the game, there is 
fic goal (except for minor 
but on weekends there are 
ests in which a lot of people 
will participate. There are a couple 
of things 1 do not like about the 
game, however. It is rather expen- 
sive at $10/hr. during the day and 
$6/hr. during the evening. Wow! 
This can really add up if you are 
not careful! -Rick 


and sounds are almost all impor- 
tant in the minds of many game 
players, Legends of Future Past is 
both a nice reminder of where 
games came from and a look at 
where games are going. The idea 
is very simple; players f 
over meet and go slay 
together. Legends is a virtu 
sans graphics. It's also rea 
playing. Back before co 
RPGs came around, | played pen- 
and-paper role-playing games. 
Those games didn't have graphics 
either; they depended on the play- 
er to use his or her imagination to 
conjure up a fantasy world. Leg- 
ends of Future Past does that as 


well, and it does it very effectively. 
| like the opportunity to create the 
particular look of my character and 
the huge possibilities in the inter- 
face. What other game gives you 
the ability to grin, giggle, pace, roll 
your eyes or smirk? Legends 
. The best feature of this 
e, though, are the people that 
ing. The folks in the game 
friendly and don't mind 
hel out a new character. The 
downloadable manual and maps 
are an excellent complement to 
the game. To Renegor, Seeker, 
Don, Arthur, Whitetail, Tialiuwen 
and everyone else, Delian says 
"Hi." This is as addictive as games 
come. Technologists rule! -Steve 
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a Coffee Break! 


SUGGESTED 
RETAIL PRICE 


The Coffee Break Series" 
COMPUTER GAMES sec 
for IBM PC & Compatibles ar. 
from Villa Crespo 


1725 McGovern Street - Highland Park, IL 60035 - 708-433-0500 


FUN TO PLAY by yourself or with friends. 
ENTERTAINING play for minutes or hours. Addictive! 
EASY TO USE play from diskette or hard disk. 
GREAT GRAPHICS supports most graphics formats. | | | 

AFFORDABLE .. but high quality! эъ ARA 
DUAL PACKED 5.25” plus 3.5” disks. hic USA 
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Darklands 
by Microprose 


86 89 9 90 88 


2 
= 
£ 
S 
га 
9 
E 
S 
[o] 
с 
[°] 
o 


Playability| 
intelligence, 


Overall Rating: 88% 
Game Specs: 


Requirements: 2 MB RAM, Dos 5.0 VGA 
graphics, Hard Drive 

Support: Mouse, Keyboard 

Sound Support: Ad Lib, Roland, Sound- 
Blaster, Pro AudioSpectrum 

Available for: PC and compatibles 
Designed by: MPS Labs 

Distributed by: MicroProse Software, Inc. 
Retail Price: $ 69.95 

Hard Drive Space: 16 Meg 

No. of Players: One player 


In the era called the Dark Ages, the 
land that is now known as Germany 
was a place of darkness and often 
sudden brutality. Darklands is based 
around this time and place with a few 
liberties taken. Here, life is even more 
dangerous then the actuality. Holy 
saints listen to the prayers of the pious 
and grant miracles almost on a daily 
basis. The strong and wicked prey on 
those who do not possess the might to 
resist them. The secrets of alchemy 
are rare, but can be found amongst 
the learned. Parties of adventurers go 
forth in search of fame, fortune and 
the cleansing of evil from the land. 
Your band of four have made a pact. 
They shall go forth and attempt to cast 
off the grim shadow which encom- 
passes the land. Many quests and tri- 
als await them to test their mettle. 
Darklands has a character creation 
process which allows you to take 
more of an active role in the creation 
of your characters. As you prove your- 
self in battle, word of your deeds will 
spread and you will be hailed as 
heroes wherever you go. Fame awaits 
you in the Darklands! 


Had. d 


A detailed character sheet will show 
you current armor, weapons, skills 
and other infromation. 


" tout most of the 
ople trying to get into 
hose trying to leave. 


city. Sight past the 


ong the people leaving the city and 
using your agility aud streetwise. 


e an alchemical distraction, then slip past 
the guards. 


saint fov aid. 
Wd а++а@К the svar 
ible te leave the c 


„моё leave t just yet 


You will be given a number of differ- 
ent options to choose from as you 
move through the game. 


The lands of medieval Germany are 
dotted with towns and hamlets. It is 
up to you to spread your fame. 


Battle men and beasts who prey on 
the innocent people of the land in 
towns and around the countryside. 
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Darklands has all of the things 
which make an RPG enjoyable, 
but throws in elements which 
make it unique. It has a historical 
basis, with features which incor- 
porate magic and more fantasti- 
cal co till keep- 
ing. The 
f places 
contin- 
e com- 
pleted the major quests. The 
interface is easy to use with 
mouse driven menu bars and 
point-and-click systems. Much of 
the decision making is done via 
multiple choice which is limiting, 
but in the case of Darklands, it 
seems to work. -Alex 


Well, what can | say? Alex and | 
seem to disagree in this case. | 
liked the game, but it just did not 
seem to hold my interest for any 
length of time. The 256 color 
VGA graphics are very well done, 
and th olutely 
superb ly score 
much hi ut t really 


like th at ceived 
so ofte | talking 
to people myself. The combat on 


the other hand | liked a lot. It is 
easy to understand and there is 
not a lot of waiting. There is a 
fatal bug in all of the versions 
except #438.051. MicroProse will 
give you a free upgrade to fix the 
problem. -Rick 


Darklands has been one of those 
games that I've been waiting a 
long time for. Now that it's out, 
I'm not sure what to make of it. | 
like the combat sequences and 
the sounds and graphics are of 
superior quality. On the down 
side, the rough 


a seemi series 
of menus, 
pretty q t dread- 


ed maki 
knew it would only lead to anoth- 
er list of possible choices. I'd 
rather make my own decisions 
than choose from a specific list. 
Over all, Darklands is worth play- 
ing. It promised much and Micro- 
prose has delivered! -Steve 


THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 


SOE wars to Pip Yur 
lungs ovt. 


If you think you’re good at games, then let’s have some 
real fun. When you’re online with GEnie® Multi-Player 
Games, you’re playing real people, in real time. Some of 
the best players around the world. © Splash a bandit in Air 
Warrior", and you've just taken out eight other guys, who'll 
be back gunning for you. Blast a MechWarrior^ in MultiPlayer 
BattleTech™, and who knows? Could be that jerk from the 
coast. Could be a mercenary who's looking for a few good 
With GEnie, the possibilities are endless, the 


friends. 


AIR WARRIOR* I 
E š 


MULTIPLAYER BATTLETECH™ 


Corpor 


people are terrific, and even the prices are competitive. So 
put some new life into your joystick, and sign on. We’ll see 
just how good you are. O Sign up now: 1. Set your modem 
for half duplex (local echo) at 300, 1200 or 2400 baud. 
2. Dial toll free — 1-800-638-8369. Upon connection, enter 
HHH 3. At the U # = prompt, enter XTX99314, CGR92 
then press RETURN 4. Have a major credit card or your 
checking account number ready. © For more information 
in the U.S. or Canada, call I-800-638-9636. 


multi-player games 


100% ORGANIC OPPONENTS 


Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarrior and BattleTech are registered trademarks of FASA Corporation. 
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Floor 13 
by Virgin Games 
86 


[FLOOR 13 


91 79 75 


As you show your superiors results, 
they will reward you with additional 
resources to do your job. 


CGR Game Ratings 


Originality; 
layability| 
Intelligence, 
Graphics} 


Overall Rating: 83% 


Game Specs: 


Requirements: 640K, VGA, Hard Drive 
Support: Keyboard, Mouse (recommended) 
Sound Support: Ad Lib, Roland 

Available for: PC and compatibles 
Designed by: PSI Software 

Distributed by: Virgin Games 

Retail Price: $19.95 

Hard Drive Space: 3.6 Meg 

No. of Players: One Player 


THEM 


* We have a two point lead 
Target date in 2D days 2 


Your main objective is to keep your 
part of the government ahead of the 
other factions in the polls. 


The ever-vigilant eyes of the public 
and the media force the government 
to watch its step and not be implicated 
in any dirty business. How do they go 
about keeping their image squeaky 
clean? Floor 13 lets you take a look at 
how a secret government agency 
might go about protecting a country's 
leaders from involvement in shady 
details. Someone has to eliminate 
troublemakers, suppress opposing 


viewpoints and perform other undesir- 
able (but necessary) duties. These 
actions, if brought to the attention of 
the general public, would surely cost 
those that you have sworn to serve 
some of their hard earned popularity. 
Using the personnel and resources at 
your disposal, you have to maintain 
the carefully developed portrait creat- 
ed by the nation's security forces. 
Secrecy is your watchword. If your 
true function is ever discovered, you 
will have outlived your usefulness. 
Positive results will encourage 
increased support, but if you don't ful- 
fill your function to the satisfaction of 
your backers, you may find yourself at 
the wrong end of a termination order! 


Issue orders to the different branch- 
es that are at your disposal, from 
assassins to surveillance teams. 


Failure may result in forced retire- 
ment. That could mean a couple of 
different things, however. 


ЗО COMPUTER GAME REVIEW 


| was a little surprised by this 
game. Not too many companies 
would want to put out a game 
that promotes the kind of amoral 
attitudes that are displayed in 
Floor 13. | personally have a hard 


number plots to Këep things 
different and interesting. While 
the lack of color may detract from 
others games, it only serves to 
emphasize the stark and grim 
reality of the situation. Not a 
game for the weakhearted, but 


good for a change of pace. -Alex 


Floor 13 is an interesting game 
that combines suspense and 
thinking. You are an undercover 
agent, and it is up to you to solve 
the case in question by whatever 
means - this includes abductions, 
surveil nd mber of 
other h me uses 
black a te s fora 
reaso ofa 
feeling se. | Id have 
liked more sound; this is the only 
thing that it lacks, and this brings 
my score down a bit. There are 
plenty of digitized pictures of the 
| suspects, and reading the interro- 
| gation confessions can be really 
| funny, yet gory at times. Floor 13 
is unlike any other game! -Rick 


| When | saw this game at Summer 
CES, | was excited about it. Well, 
it was worth the wait! Floor 13 is 
similar in many regards to Crisis 
in the Kremlin, except that Floor 
|13 is a much more difficult chal- 
lenge. In this case, you must con- 
trol pu jo ut the 
public n exist. 
ou for 
g well 
ucted a 
smear campaign against the 
wrong guy. Popularity slumped 
dramatically, and | wound up as a 
chalk outline on the sidewalk. 
Floor 18 keeps you coming back 
for more. You don't even notice 


it's black and white! -Steve 
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Available for 


IBM PC and e 
Macintosh » d 
color Be 
computers.” “Best Simulation” Finalist 1991 
^ 2 -Software Publishers Association 
2 
a “(TRISTAN) should be a big winner.” 


-John Sculley ~, 
` 


`x 


“You can easily forget you’ re. playing 0n aco 


` -Miami Herald 
s 
s 
s 
EON “TRISTAN puts a neo Ё pinball." 
RAN "MacWEEK Ë 
` ` 
` "Superbly lives 1 up to its billing as 3olid st state pinball.” 
` -MACWORLD 


Enjoy the 
Excitement of 
Real Pinball! 


* Authentic Ball Action 

* Wild Pinball Devices 

* Fabulous Sound 

* TILT and much more... 


To Order: Contact your 
favorite retailer or call 


(613) 967-7900. 


Compatible with Windows 3.x, Sound Blaster™, 
Adlib Sound'", and 256 color VGA. SOFTWARE CORPORATION 
E CIRCLE #106 ON READER SERVICE CARD. 


Amtex Software Corporation * 206 George Street * Bell 8N 3H4 * voice (613) 967-7900 * fax (613) 967-7902 


by Electronic Arts 
54 79 75 80 
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riginality | 
layability| 
intelligence} 
Graphics| 


Overall Rating: 63% 
Game Specs: 


Requirements: 286 or faster, Hard drive, EGA 
Support: Keyboard, Mouse, Joystick 

Sound Support: Ad Lib, Roland, SoundBlaster 
Available for: PC, Amiga 

Designed by: DC True 

Distributed by: Electronic Arts 

Retail Price: $59.95 

Hard Drive Space: 1.5 Meg 

No. of Players:1 to 2 players 


Last year, Electronic Arts released 
John Madden Football for the PC. 
Now they are making available the 
sequel. The second game combines 
parts of the original with a number of 
new features. The playing field is now 
brought to you in a new 3-D view with 
256 color VGA graphics. Madden 
offers a considerable amount of 
advice to help out the less learned 
football scholars, including action 
analysis on each down and help on 
choosing the best plays for any given 
circumstance. Madden brings his own 
playbook with over 80 offensive and 
100 defensive plays into the game for 
you to use and you can even create 
your own trick plays. You can set up 
one-on-one confrontations between 
members of the two teams and see 
who is standing when the smoke 
clears. Every player on all 28 teams is 
rated in up to eight key attributes. 
Anytime during the game, you can 
view the game stats, instant replays 
and the opposing teams roster. You 
can also choose what kind of weather 
you play in against either the comput- 
er or one of your friends. 
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It is third and ten on your 35! Can 
you pass or run the ball for the first 
down or is this drive over? 


Watch the progress as your players 
execute their assigned duties. As 
you can see, this is a broken play. 


Try to block field goals in John Mad- 
den 2. This is an example of an 
unsuccessful attempt! 


The quarterback fakes the hand-off, 
and looks for an open receiver, but 
the ball is dropped! 


32 COMPUTER GAME REVIEW 


When | originally saw the graph- 
ics for this game, | was ready for 
a pretty decent football game. 
They were not the best | had 
Seen, but they were better than a 
lot of others. Unfortunately, the 


rest of th e e up to 
these ard ounds 
were 0 iful and 
the ga| ll easy 
to im adden 
make suggestions what play 


would be most effective in a giv- 
en situation was a nice feature, 
but it did not save the game. I 
also found the game very difficult 
to control. As much as I hate to 
Say it, | can not see any reason 
for me to play this game. -Alex 


| love John Madden football for 
the Genesis and 1 was hoping it 
would be even better for the com- 
puter, but | was disappointed to 
say the least. Normally | do not 
even like to compare the two sys- 


not have fun at all and I 
predict you will not either. | was 
expecting something like 4-D 
Boxing, for example, but that did 
not happen. I think it is back to 
the drawing board for Madden 3. 
Sorry EA, this is the first sub-par 
one | have seen from you. -Rick 


The original John Madden foot- 
ball was a wonderful game that 
few people, if anyone, disliked. | 
was hoping for more of the same 
with more bells and whistles. 
Unfortunately, not much could be 
further from the fact with Madden 


of the ball and tells you what kind 
of play the offense is running. If 
you are on offense, you should 
already know, and if you are on 
defense, you should figure it out 
for yourself. Play the original and 
leave this one in the box! -Steve 
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Heaven and Earth 
by Buena Vista 
93 70 93 82 95 78 
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Intelligence} 
Graphics 


Overall Rating: 789/o 
Game Specs: 


Requirements: 640k, Hard Drive, 

Support: Keyboard, Mouse (recommended) 
Sound Support: Ad Lib, SoundBlaster, Thun- 
derboard, The Sound Source, PS/1 Audio 
Card 

Available for: PC and compatibles 
Designed by: Michael Feinberg, Scott Kim 
Distributed by: Buena Vista 

Retail Price: $34.95 

Hard Drive Space: 5.8 Meg 

No. of Players: 1 to 6 players (individually) 


The ways of Heaven and Earth are 
mysterious. Their many secrets are 
difficult to unravel. For the humble pil- 
grim who is wise, patient and disci- 
plined, the path to enlightenment 
holds many rewards. The novice 
would be right to recognize his limita- 
tions and begin with one of the three 
gates. Those who have advanced fur- 
ther may undertake the 108 steps to 
Ultimate Knowledge. These steps are 
comprised of elements of the three 
puzzles and Tantras to impart words 
of wisdom upon those who are open 
to receive them. The Pendulum will 
test your knowledge of movement as 
you strive to halt your motion over 
gravity wells found around the playing 
Screen. The Card Game forces you to 
use strategy to form high scoring 
tricks out of the cards you are dealt. 
The suits are based on the elements 
and seasons, while the card faces 
represent landscapes and Celestial 
Phenomena. The final test is the man- 
ifold puzzles of the Illusions. Their 
diversity will truly test your skill. Mas- 
ter all three and you are closer to 
comprehending Heaven and Earth. 


Choose your path wisely. Will it be 
the Pendulum, Card Game, Illusions 
or will you go on a pilgrimage? 


The desert, mountains; sky and 
ocean are the settings for the chal- 
lenge of the Pendulum. 

e Game Options Help 


Beautifully drawn faces (some even 
animated) adorn the fronts of the 
cards in the Card Game. 


A large variety of puzzles lie in the 
realms of Illusion. Foresight is your 
best weapon here. 


за COMPUTER GAME REVIEW 


Many puzzle games are either 
too easy or too hard with little 
middle ground. Heaven and Earth 
has a number of different levels 
so that you are challenged with- 
out becoming hopelessly lost. 
Many o zi out very 
easy, r ou will 
probabl our: ally hav- 
ing to re is a large 
variety ypes to 
keep the game from being too 
monotonous. | found the Pendu- 
lum to be very hard to under- 
stand. | did, however, enjoy the 
Card Game. The most impressive 
feature of the game is the abso- 
lutely breathtaking graphics in 
every scene. -Alex 


Heaven and Earth is a unique 
game, to say the least. | do not 
like cards that much, so ! did not 
enjoy the card game at all. How- 
ever, the pendulum and the opti- 
cal illusions are pretty good. The 
ice graph- 
s not my 
ite game 
usions. 
nt puz- 
zles to choose from, making the 
game last, but | found myself get- 
ting bored too quickly with it. 1 
think it takes a certain person to 
enjoy something like this, and | m 
not it! If you get this, | think you 
will play it twice and then it will sit 
on the shelf! -Rick 


ing, yes. Stunning, no. 


Heaven and Earth is quite differ- 
ent from most computer games 1 
have looked at. One of the most 
striking things about the game 
are the graphics; the pictures of 
the cards and the backgrounds 
for the pendulum are gorgeous. 


learn, but i 
well. The 
matter of 


pendulum game is very odd, and 
frankly, it is rather difficult to con- 
trol. This game is a real change 
of pace and playing it is very 
relaxing. Don't expect your pulse 
to go through the roof. Interest- 
-Steve 


IN THE STEPS OF COLUMBUS + ~ 


INC E 


= 
Pea FEATURES: 
master explorer and 
adventurer: Set Sail into the 6 New Worlds to 
distance, in search of new Discover 


lands; Explore new worlds ; 


Pirates are everywhere - be Piracy - mutiny & 


prepared for sea battles; Create battles 

Cities -fell trees, build farms, . 

forts, warehouses, schools; Land & Sea combat 
Trade the produce from your E ; 

new world to buy new ships; : Simple point and 


Fight the other nations trying click interface 


to establish their empire. 


8 ship types; £ maps 
In 1492 Columbus discovered 
America - for God, Gold and 
Glory! 


5 competing 
nations 

500 years later this is your 
chance to discover a new 
world! 


HANCE TO DISCOVER AMERICA! — 


\ 
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A me 2 ES ^ : 
> 3 eso Ў ] A == 
Do 3 елу = RIERA 
Animated people develop buildings all а - You will need to fight off pirates and 
by themselves. more! 


а= 
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Great Naval Battles 
by Strategic Simulations, Inc. 
76 81 93 91 88 83 


CGR Game Ratings 
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intelligence 
Graphics 


Overall Rating: 879/o 


Game Specs: 


Requirements: 640K, EGA 

Support: Keyboard, Mouse 

Sound Support: Ad Lib, Roland, SoundBlaster 
Available for: PC and Amiga 

Designed by: Roy Gibson 

Distributed by: Strategic Simulations, Inc. 
Retail Price: $69.95 

Hard Drive Space: 7.75 Meg 

No. of Players: One Player 


In World War Il, the battles were 
fought on many fronts. One of the 
most important sites of military conflict 
between 1939 and 1945 was the 
Atlantic Ocean. British and German 
ships warred against each other to 
take control of major ports as well as 
the high seas to help control supply 
lines and cripple the opposition's 
army. Great Naval Battles from SSI 
brings the tense military drama of the 
battle for naval supremacy home to 
your PC or Amiga. During the course 
of the game, you can control many dif- 
ferent aspects of the running of your 
ship or you can let the computer take 
command while you attack your ene- 
mies with the deck guns or torpedoes. 
Great Naval Battles features excellent 
graphics and sound effects to go 
along with the high level strategy and 
military planning needed to win. You 
can choose to play as either a British 
or German naval officer trying to 
destroy the enemy off the coast of 
France. The manual comes with 
detailed history of the actual conflict 
and the ships who fought it out. All 
hands on deck for this game! 


Choose to sail for either the Royal 
Navy of England or the Kriegsmarine 
of Germany. 


Use radar and sonar to help track 
enemy ships. Here, the Prince of 


In the weapon view, you get a first 
hand look as your shots knock holes 
in enemy craft. 


At this screen, you can assess the 
hits you've taken and determine 
whether or not you can continue. 


36 COMPUTER GAME REVIEW 


Great Naval Battles is a very well 
programmed naval combat simu- 
lator. The instruction book con- 
tains a great deal of historical 
background and detailed informa- 
tion on a variety of vessels and 
itish and 
Iso con- 
individu- 
ip all the 
n entire 
of Admiral. 


fleet from 


e posi 
However, while it has a great 
deal going for it, | could not find 
myself becoming interested in the 
game. l personally found it some- 
what boring with far to much to 
do and take into account before 


getting to the action. -Alex 


This is the first real military game 
that | actually enjoyed playing 
and did not get bored after a half 
an hour. The graphics are superb 
and the sound effects are just as 
good (especially is you have 
good 
ofa 
the si 
famed 
"Bism 
the speed and anything else that 
will help you get within range. 
Great Naval Battles has several 
things in it to make it easier to 
play such as guides that show 
your and the enemy's firing 
range. By the way, the graphics 
are as good as our cover! -Rick 


Great Naval Battles is much more 
than just a tactical naval simula- 
tion. For one thing, the graphics 
are superb. For another thing, 
GNB gives you the opportunity to 
try your hand at each of the vari- 
ous stations on the ship. While 


the thru g to take 
control an er it to 
victory ans or 
British, it's of to go on 
deck an t oppo- 


nents with the big guns. GNB is in 
many ways a rarity. It's a wonder- 
ful simulation with detailed history 
in the manual, but it's also a pret- 
ty decent action game in some 
spots. This game will stay on your 
hard drive a long time. -Steve 


YOU THOUGHT YOU LOVED 
COMPUTER GAMES. BUT... 


AAA 
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Animate Monsters Plan Movement 


UNTIL YOU PLAY WITH GAME-MAKER, 
YOUVE ONLY BEEN PLAYING AROUND. 


A technological breakthrough by Recreational Software 
Designs lets you do the impossible. Now you can create 
256 color VGA computer games without programming. 


* Design unlimited numbers of animated monsters and good guys. 
» Animated characters walk, run, fly, hop, pop from scene to scene. 
* Design your own sounds. 

» Make arcade and adventure games as unique as your imagination. 
* Modify and enhance GAME*MAKER games. 


Mouse driven and graphics based, GAME*MAKER is 
Computer Aided Game Design at its best. Is a game too 
easy? Increase the speed. Too boring? Add danger, sounds, 
and monsters. Too plain? Dress up the graphics, add 
animation. Too short? Add new levels. 


GAME*MAKER includes lots of extras: hundreds of pictures, 
monsters, objects, good gals and guys, and detailed scenes 
and worlds. Use these extras in creating your own $ 
games. Plus you'll enjoy the sample games includ- 

ed with GAME*MAKER. 

Game*Maker requires an IBM AT compatible 286, 386, or 486 with 


a color VGA monitor and mouse. Joystick optional. GAME*MAKER is designed 
and produced by Recreational Software Designs. 


CIRCLE #199 ON READER SERVICE CARD. 


Sugg. Retail 


NOW SHIPPING V1.04 


with high-level picture and scene 
drawing tools! 


Available at your local retailer 


or from: 


KD SOFTWARE 


Great Falls Avenue, Box 448 


Rochester, NH 03867 


VISA/MC Orders: 1-800-533-6772 
Call Toll Free for latest price. 


Information: 603-332-8164 FAX: 603-332-8125 


The Dark Half 
by Capstone 
90 77 f, 70 80 85 


CGR Game Ratings 


Originality 
Playability 
Intelligence} 
Manual 
Graphics, 


Overall Rating: 
Game Specs: 


Requirements: 640K, Hard Drive 

Support: Keyboard, Mouse (recommended) 
Sound Support: Ad Lib, Roland, SoundBlaster 
Available for: PC and compatibles 

Designed by: Symtus 

Distributed by: Capstone 

Retail Price: $54.95 

Hard Drive Space: 5.6 Meg 

No. of Players: One Player 


Capstone continues its tradition of 
bringing the movies of the big screen 
to your home computers. The Dark 
Half is an adaptation of the Stephen 
King novel and upcoming movie of the 
same name. Your role is that of Thad 
Beaumont, an author of horror novels. 
While in the past he wrote under the 
name of George Stark, he now finds 
himself forced to abandon his "alter- 
ego." Later, a series of bizarre mur- 
ders begin to take place. You discover 
that the trail of evidence appears to be 
leading in your direction. It is up to 
you to find out who is the fiend behind 
the gruesome crimes. While you are 
doing that, it is necessary for you to 
hide any clues that may implicate you 
so that the police will not arrest you 
instead of the real murderer. Guide 
Thad as he wanderers around the 
town and surrounding area searching 
for any way to keep the blame off of 
himself. You will find items that will 
aid your search, but do not get caught 
with something incriminating. If you 
do, it will be jail for you while the per- 
son that is truly responsible stays free 
to continue the killing. 


Thad Beaumont makes his living as 
a horror writer in a quiet little town. It 
may not stay quiet for long. 


Thad has laid to rest his pen name, 
George Stark, but his alter-ego has 
no intention of staying buried. 


Dead bodies are ШЕП ир еуегу- 
where, and someone is pointing the 
finger at you! 


By talking to the townspeople, you 
can discover clues and evidence to 
help you clear your name. 


358 COMPUTER GAME REVIEW 


Unlike my mom, | am not a big | 
fan of Stephen King, but | have 
seen enough of his movies to 
appreciate his talent. Because of 
this, The Dark Half has the 
advantage of getting to start out 
with a prettyssolidspiota | found the 
graphies to Be Of TON (but not 
ехсерііойа/) quality and the 
music mánaged to add nicely to 
the atmaSpherdSWithieut becom- 
ing too intrusive. One of the 
things | did not really like was the 
fact that you start out the game 
with practically no clue as to what 
is expected of you. | did not want 
it to lead me around by my hand, 
but a nudge in the right direction 
would have been nice. -Alex 


I like these types of games a lot, 
So | was looking forward to this 
one when it came in. First off, the 
game packaging is great! | do not 
like the fact that you cannot 
bypass the beginning - this 
become з екуи mistrating. The 
animation 1S Mot all that impres- 
sive either, В the 50000 is good, 
and | enjoyed) listeging to it. You 
are limitgd to the Usual com- 
mands like look, take, etc. | was 
expecting more. The dialog with 
other characters is rather simple, 
and one major problem | had was 
that the game glitched several 
times while in the town. It's not up 
to the standard of other adven- 
tures, but it's not bad. -Rick | 


| am a big fan of Stephen King 
and the horror genre in general, 
and | feel that it's an under-uti- 
lized branch of computer gaming. 
The Dark Half is a step in the 
right direction. While the game 
isn't staggeringly wonderful or 
mind ОО offersea good, 
solid game Wilh (а Horror theme. 
Of course, /Maving Kimg's name 
behind it gam only ЕЮ Я was a 
little surprísgd thatthe main char- 
acter of the game was not the 
sheriff. Dark Half has a couple of 
problems (odd animation 
sequences, very little clues to 
start with, etc.), but it gives a 
quality option to players looking 
for a little fright! -Steve 


POIL YOURSELF WITH 


SPOILS OF WAR is a game of discovery, colonization and 

H conquest of faraway lands. The player(s) function as commanders over several 
explorers. These explorers carry out the orders of the player. Race to be the 
player who achieves power and influence over these new lands. 


Features:- 9 different start positions; load and save; 2 to 4 players (human or 
computer); 19 difficulty levels; 4 seasons; Governors, Admirals, Commanders 
and Generals to command; infantry, cavalry, artillery, engineers, naval fleets, 
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AcrioN STATIONS A Naval Surface Combat Tactical Simulation is 
unique. A combat modelling system designed by an active duty naval officer to 
test computerized tactical decision support systems has been adapted into a 
commercial simulation of unparalleled accuracy and authenticity. 

CHECK OUT THE SCENARIO/UTILITY ADD ON. 

Features:- Effortless menu system; Take full command or delegate, Authentic 
Battle Plot; 21 display/status boards; smoke, star shells, flares, searchlights, 


radar, weather, burning oil slicks and much much more!!! 


kkk Ж Ж X $49.95 IBM, Amiga (1mb) 
c "M FiRETEAM 2200 cico 


wargame set in the 23rd century. Fight alone 


WORLDS AT WAR A game of planetary 


conquest for 1 or 2 players that can be played as a small 
tactical study with the flavour of a chess game, or for a 
weekend as a campaign game with vast regions of 
territory to explore! 

Features:- Configurable battle map from 10 x 10 to 50 x 
50! Bombers, missiles, scouts and much much more!!! 
$49.95 IBM, Amiga (1тЬ) 


Cominc Soon Ye k XK К К К 


or command a “Fireteam” of up to 16 units. 
Features:- 30 different combat units; 25 
weapon systems; modem play between IBM 
and Amiga 

$49.95 IBM, Amigo (1mb) 


Aiso AvaıABLE Yc K Ж Kk XK Ж 


BLITZKREIG ^ WWII simulation of “Battle of the Bulge” with 


sophisticated Al. Based on the GDW boardgame of the same name. 
$49.95 IBM, Amiga (1mb) 


WHITE DEATH WWII simulation of one of the battles around 


Stalingrad; detailed Al. Based on the boardgame of the same name. 
$49.95 IBM, Amiga (1mb) 


RAW Entertainment Inc. 
3027, Marina Boy Drive, Suite 110, 
Leogue City, TX 77573 - 2772, 
Tel (713) 538 3399 

5382174 


SPACE INC A simulation/RPG of interplanetary trading. Encounter 


pirates, sabotage, financial problems and much much more!!! 
$59.95 IBM, Amiga (1mb) 


FLEET COMMANDER From the designers of the award winning 
ACTION STATIONS comes а new WWII naval simulation. All of ће 
historical accuracy of Action Stations with carriers and submarines. State 
of the art VGA graphics. $59.95 IBM, Mac, Amiga (1mb) 


DOMINANT SPECIES А strategy game based around the 


theory of evolution! For 1 to 8 players (human or computer). You create 


new species to survive and thrive. More than 30 billion species to 
develop. $49.95 IBM 


1991 Raw Entertainment Inc. All products and corporate identities are trademarks 
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Air Bucks 


by Impressions 
85 90 79 8 
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Overall Rating: 88% 


Game Specs: 


Requirements: 

Support: Keyboard, Mouse 

Sound Support: Ad Lib, Roland, SoundBlaster 
Available for: PC and compatibles 

Designed by: Edward Grabowski 

Distributed by: Impressions 

Retail Price: $ 

Hard Drive Space: 1.8 Meg 

No. of Players: 1 to 4 players 


Throughout the ages, one of man's 
dreams has been to fly. Eventually, 
through persistence and ingenuity this 
dream was realized. Now, with Air 
Bucks, you are given the opportunity 
to provide this dream as a service to 
paying customers. You are in charge 
of running, maintaining and expanding 
your very own airline. Start out by pur- 
chasing the landing rights to a number 
of large cities. From there, you can 
start providing services. Build a large 
fleet of planes from older models to 
the newest, biggest jets. You get to 
decide how much space to devote to 
first class, economy and cargo. Put 
money into advertising and in-flight 
Services to draw people from other air- 
lines. Whoever can provide the best 
service to the most places for least 
amount of money will soon find them- 
selves kings of the sky. Over time, 
planes will begin to get older, and if 
they are not maintained properly, your 
company might suffer. Occasionally, 
setbacks such as bad weather, work- 
er's strikes and increasing fuel prices 
may affect your profits, but with good 
planning you can prosper. 


Examine the status of any airline at 
anytime. Viewing the competition 
may help you plan your own tactics. 


The World Tribune 
À IR AWARDS ANNOUNCE 


again the airline industry is in uproar 
the latest awards given by the AIRLINE 
lustry to the AIRLINE Industry writes 
ding reporter SCOOP JOHNSON. Anary pilots 
med the switchboards of 511 the major 
ation companies to register their disapproval 
the cost of the award ceremony. 


After each year, the four companies 
are ranked in three categories based 
on popularity, fleet size and service. 


T 


Planes with greater speed, carrying 
capacity and range will be invented 
to help improve your airline. 


Before you can provide service to a 
city, you first have to purchase the 
landing rights. 
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Air Bucks first caught my atten- 
tion because it was something | 
had never seen before. As far as 
| know, no one has ever done an 
airline simulator before. However, 
the originality of this game is not 
all it h fami 
mech 
quickly 
to gra: 
can pl 
which al adds to my enjoy- 
ment of a game. The game 
turned out to be a bit more diffi- 
cult than | thought it would be. 
However, with the right strategy 
and planning, | got my self going 
and soon was holding my own 
against the computer. -Alex 


| enjoyed a game called Railroad 
Tycoon (Microprose) a lot, but 
now that Air Bucks is out, | can 
really sit at my computer for 
hours. | like the idea of running 
my own airline. With good graph- 


game; this is a very nice touch. 
You also get to choose from a 
wide variety of planes, set the 
prices you want, then choose the 
amount of first class, coach, and 
cargo space you wish to have. 
This is a game worth buying and 
it will keep you busy! -Rick 


Air Bucks starts slow, which is 
very helpful. It does take a couple 
of turns to learn the play mechan- 
ics, but after a few minutes, the 
game becomes easy to play. | did 
have a little trouble figuring out 
how to launch my aircraft, but, 


once it rela- 
tively e с n this 
game is ho t, and 


that ke sting. 
While s not 
exciting, other segments of the 
game have nice graphics that 
help impart the feel of the time 
era at the game's start. This may 
not be a game l'Il play every day, 
but it is one that | will come back 
to for a long time. -Steve 


BLE AT Y0UR LOCAL SOFTWARE RETAILER OR DIRECT FROM NEW WORLD AT 1.800.325.8898 (OR 1.818.999.0607 OUTSIDE U.S.) P.0. В0Х.4302 HOLLYWOOD; CALIFORNIA 90078-4 
(її 1992 NEW WORLD COMPUTING INC. M, SPACEWARD HO! | S A TRADEMARK OF DELTA TAO UNDER LICENSE TO NEW WORLD COMPUTING. 29k NEW WORLD COMPUTING IS A REGISTERED TRADEMARK OF NEW WORLD COMPUTING INC. IBM SCREENS SHOWN. ACTUAL SCREENS MAYVARY. “U 


Spear of Destiny 
by Formgen 
88 87 50 75 90 87 


СОВ Game Ratings 


Originality 
Playability 
Intelligence 
Manual 
Graphics 
Sound! 


Overall і Rating: 
Game Specs: 


Requirements: 640K, VGA 

Support: Keyboard, Mouse, Joystick 

Sound Support: Ad Lib, Roland, SoundBlaster 
Available for: PC and compatibles 

Designed by: Id Software 

Distributed by: Formgen 

Retail Price: $59.95 

Hard Drive Space: 2.5 meg 

No. of Players: One Player 


The Nazis are back and so is the 
hero of Wolfenstein 3D! In this latest 
adventure, B.J. must run through 21 
levels of a Nazi castle to find the 
Spear of Destiny, allegedly the 
weapon that pierced the side of Christ 
as he hung on the crucifix. Only you 
have the guts, the muscle and the 
determination to get it. Enemies from 
the first Wolfenstein 3D game, the SS 
guards, dogs and mutants are back, 
but this time, they've brought along 
some new companions to make your 
time even tougher! To truly power you 
up, ammo dumps that supply dozens 
of bullets have been provided. You'll 
need them! Along the way, you'll have 
to heal the injuries you sustain and 
find secret doors that lead to new and 
dangerous areas on each level. With 
some luck and a little bit of brainpow- 
er, you will also be able to find the two 
secret levels included in the game. 
B.J.'s task won't be easy at any level, 
but this game comes with four difficul- 
ty settings to make the challenge right 
for you. Prepare yourself for battle and 
take this fight right to the heart of the 
Nazi empire! 


It isn't always easy to see in Spear of 
Destiny! Luckily, you can walk right 
through these vines! 


(FLOOR SCORE (ug 
| 2600 3 8 
As with Wolfenstein 3D, secret doors 
will be hidden everywhere. Finding 
one will reward you well. 


[FLOOR] SCORE СЄ FF HEALTH [AMMO ГГ 
15 580 2 1007 607 
New items like these ammo caches 


help make Spear of Destiny more 
intense than the original game! 


Your machine gun is capable of mass 
carnage! A quick sweep through the 
area is usually all it takes. 


Wolfenstein 3D was impressive, 
and this is no exception. There is 
a new quest for you to complete 
and it will not be easy! Old ene- 
mies and new playmates dog 
your every step. The levels are 
set up away to make it even 
more difficult than Before. There 
are lots SOf tWists/and rns and 
side paSSages forthe Bad Guys to 
hide inî Refe 15 also а боо! new 
musical soUnd track to enhance 
the game. It is not much different 
from the previous game, despite 
new backgrounds and features. 
Whoever hasn't played Wolf 3D 
has something to look forward to; 
those who have can expect the 
same high quality. -Alex 


When | first saw Castle Wolfen- 


stein 3D, | was impressed. Now 
that I've seen this latest version, 1 
notice it's the same old stuff with 
different music. The graphics are 
the same and | did not see any 
птргоме тею ѕ Mohe last 
game There is |0550 mugh you 
can дол this: game and Mat is it! 
| would have) liked a/different 
look, Maybe outdoors or just 
something different from being in 
a dungeon, trying to get out. | do 
like the different monsters, espe- 
cially the ghosts. If you have the 
first Wolfenstein you basically 
have this game. However, if this 
is your first time playing it, you 
will love it. -Rick 


When we played Wolfenstein 3D, | 
| thought it was a breakthrough 
piece of software. When | heard 
about the sequel, | admit that | 
was pretty excited about it. Spear 
of Destiny has the same look and 
feel that Wolf 3D did, but | can't 
help but 4S8 а foucHN@ISap pointed 
with it. WhyA Well first of all, 
there arê Only 29606 15 as 
opposed t@ thé total of 54 in the 
original 6@pisodes бол? like the 
red haze that appears when you 
are shot; it lasts for a long time. 
While this might be more "realis- 
tic," it hampers game play. This is 
Still good, but after the first game, 


over. | wasn't. -Steve 


| was expecting to be knocked 


mu 


i < 33 t È 
3 Мз] ` 
BE; mystics and / 


monsters, sages 


and sorcerers) 


Г. 
ash or prospe б 
“ ated graphics. 
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| Dojo Dan 
by Europress 


Requirements: 1 Meg RAM 
Support: Joystick 

Sound Support: N/A 

Available for: Amiga 

Designed by: Psionic Systems 
Distributed by: Europress Software 
Retail Price: $49.95 

Hard Drive Space: N/A 

No. of Players: One Player 


_ ай E 
Banzaari was a quiet place before 
Valrog's evil hoards arrived. Now, 
as winner of the trial by combat, 
Dojo Dan finds himself elected to go 
put an end to this foul menace. He 
must fight through five levels with 
four different stages in each, before 


facing Valrog in the last stage. 
Magic pots and enemies will supply 
you with items to increase your 
power. You must rely on your fight- 
ing and acrobatic skill to survive. 


Leisure Suit Larry's 


Casino 
by Sierra 


|| Requirements: 640k, 286 or better 
Support: Keyboard, Mouse 
Sound Support: AdLib, Soundblaster, Pro 
Audio Spectrum 
Available for: PC and compatibles 
Designed by: Al Lowe 
Distributed by: Sierra On-Line, Inc. 
Retail Price: $9.95 
Hard Drive Space: .5 Meg 
No. of Players: One Player 


AV XU 


Leisure Suit Larry, the rambunc- 
tious hero of his own series, is shar- 
ing with you one of his most enjoy- 
able pastimes. Let him take you into 
the main room of his favorite casino 
where you can test your skill at 
Video Poker, Blackjack and the Slot 


Machines. If you don't have a lot of 
luck you may run out of money pret- 
ty quickly. Do not worry though; if 
you go broke, the house will be glad 
to offer you a couple of loans. 


The graphics аге not bad. | did not 
like how the Bad,güy8 keep coming 
back; it makeSittdosdifficult. -Alex 


This is a goodseasino game for the 
price, though/Simplistic. | would 
have liked mofe games. -Alex 


Good graphics, but,.bad game play 
drag this gam@adoWrij Simply put, it 
is boring! -Rick 


This is a goodsgame for the price 
with nice graplffcStalid sound. The 
slots are the bêst. -Rick 


Good karate gamesslike FIST have 
little to fear frümsDajo Dan. There's 
nothing excitinghiere. -Steve 


Graphically пісе» these games are 
for the beginnifig gambler only. If 
ou're a pro, you'llbé bored.-Steve 
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| Megalortress Mission Disk 2 


Operation Sky Master 
by Three-Sixty 


Requirements: Megafortress, 256 color VGA, 
DOS 2.11, 640k 

Support: Mouse, Keyboard 

Sound Support: Soundblaster, Adlib 
Available for: PC and compatible 

Designed by: Artech Digital Entertainments 
Distributed by: Three-Sixty Pacific 

Retail Price: $39.95 

Hard Drive Space: 17 Meg (w/original game) 
No. of Players: One Player 


Settee YT CHA DESTROY TTS £00 


Following quickly on the heels of 
Operation: Sledgehammer, the sec- 
ond mission for Megafortress takes 
you back into the thick of the action. 
Operation: SkyMaster pits the mas- 
sive battlecraft against North Korean 
and Chinese forces in the Korean 


DELEI 


peninsula and the Phillipines. 21 
missions and the Dragonslayer 
campaign test your fight and flight 
skills to their limits with all new ordi- 
nances, enemy aircraft and targets. 


Play the further adventures of the 
Megafortress. Ail né W aircraft, mis- 
sions and enemies. -Alex 


Megafortress continues. Nothing 
new, just anethé&madd on with 
more missions ta у -Rick 


More of Megafortress, but the origi- 


nal was greatzsiecanii wait for the 


sequel! -Steve 


E legendary year in ihe history. 
= naval conflict has returned. · 


< TE ë Pacific Solomons 1942. Setting for q series of naval confrontotions that would 
ange-the course of World Wart And the setting. for the first ino new a= 
series of spectacular Pacific War simulations: from MicroProse. ` as 


Task Force 1942 i is your chance to-commond qfleet-of destroyers;. 7 
cruisers, and battleships. against а aggressive enemy forces inthe 
South Pacific. i «я 


. No detoil-hos been Overlooked i in + this: painstakingly researched. — ™ 
simulation. Torpedo wakes, Thrilling night-combat. Blinding: pam" 
Flores. More than 250 combat ships faithfully" reproduced. All presented | 
in breathtaking realism. 


Issue commands to ships and convoys. Fire torpedos into enemy 
backsides. Control crucial battle positions. Shell enemy targets. 
Confront enemy ships head-on. And, if you choose, lead the Japanese forces into battle. 


Task Force 1942 from.MicroProse. It's the only way to experience the thrills...and risks...of-naval 
combat in World War Il. To order, visit your nearest retailer or coll 1-800- 879-PLAY. Call today. 


Actual screens). 
may vary. 


AINMENT © SOFTWARE 


180 Lakefront Drive, Hunt Valley, Maryland 21030-2245. 
© 1992 MicroProse Software, Inc. ALL RIGHTS RESERVED. 
For IBM-PC/Tandy/compatibles. 


CIRCLE #150 ON READER SERVICE CARD. 


COMPUTER CONFIDENTIAL 


WITH ARNIE KATZ 


THE 


(When company presidents need 
analysis of hot trends and future 
possibilities, one of the names on 
speed dial is “Arnie Katz.” Writer, 
lecturer, designer, consultant and 
editor of Electronic Games, Arnie 
gives readers of Computer Game 
Review an insider’s look at the 
world of electronic gaming. This 
time, Arnie focuses on some behind- 
the-scenes wheeling and dealing 
that’s going to affect what we see on 
computer gaming screens within the 
next couple of years.) 

"The deal is done,” said the 
breathy whisper at the other end of 
the telephone line. “Westwood Asso- 
ciates is now part of Virgin Games." 
My informant offered a few more 
details, and the conversation quickly 
moved to a round of "say hello to's 
and *goodbye's. | had a hunch he 
had at least another dozen phone 
calls in mind. 

Virgin's Westwood buy, following 
on the heels of Sierra's purchase of 
Dynamix and Electronic Arts' acqui- 
sition of Distinctive, could signal an 
important change in how games are 
created. Many fine independent 
development houses remain, but 
these three deals may be a taste of 
things to come. All the major game 
publishers are in the acquisition 
hunt, and there isn't a well-known 
independent who hasn't been 
stalked by prospective owners. 

Development houses have domi- 
nated computer gaming since the 
mid-1980s. That's when publishers 
de-emphasized in-house develop- 
ment in an effort to apply more peo- 
ple to each project without increas- 
ing costs. Since development hous- 
es get paid only for results, going 
outside the company reduces 
"downtime" and cuts the expense of 
on-site designers, artists, musicians, 
and programmers. 


GIANTS ARE COMING?! 


The huge cost of today's cutting- 
edge floppy titles and even higher 
price tag for forthcoming multimedia 
entertainment makes it harder for 
independent game-makers to com- 
pete for the juiciest plums. More 
complex games take longer to make 
and royalties (the source of most of 
the revenues) don't start as quickly. 
Development company executives 
say that advances barely cover 
expenses in many cases, and small 
firms seldom have sufficient cash 
reserves to last until the big payday. 

Many development outfits started 
with the goal of turning into full- 
fledged publishers, but that dream 
becomes more and more elusive as 
the financial stake needed to enter 
the market rises. Joining a big soft- 
ware publisher or entertainment con- 
glomerate looks like a way to partici- 
pate in the gigantic projects without 
having to expand the payroll. 

It's also proven tough for indepen- 
dent developers to avoid the pitfalls 
of expansion. The typical company 
starts small, perhaps built around a 
programmer or designer, and pulls 
in enough support personnel to fully 
implement the project. 

The game turns out well, the pub- 
lisher is happy, and the developer 
gets good word-of-mouth in the 
industry. Publishers come to the 
development house with projects. 
Then the development house bids 
for more jobs to keep all their high- 
priced specialists busy. The staff 
and the overhead increase, only par- 
tially offset by larger fees. 

Computer gaming is cyclical. A 
developer who expands during a 
boom can drop like a stone when 
available work becomes scarce. The 
need to feed the corporate engine 
and keep it intact drives developers 
to ink as many projects as they can. 
Selling out to a larger company 
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looks like a way off the merry-go- 
round to many a harassed develop- 
er. 

Publishers need more develop- 
ment resources to handle the larger 
projects mentioned earlier. Buying a 
productive independent guarantees 
development capability. Ironically, 
each sale of an independent devel- 
oper to a publisher increases the 
likelihood of the next one. Anything 
that reduces the size of the talent 
pool makes the strategy of paying 
for exclusive access that much more 
attractive. 

The swing toward in-house devel- 
opment may boost game quality. It's 
easier to force a corporately owned 
developer to make desired changes. 
Some publishers have found it hard 
to deal with such companies, and 
games sometimes suffer from inad- 
equate fine tuning - all the touches 
that raise a game's rating from an 
"80" to a “90”. 

Corporate development decreases 
the publisher's flexibility in assigning 
projects. Instead of finding a group 
ideally suited to a particular game, 
the publisher must give it to the 
group that would be idle otherwise. 
Thus, publishers will have to own a 
diverse group of development stu- 
dios or limit the categories in which it 
participates. 

Since most game companies want 
to field full software lines, further 
changes are certain. Possible devel- 
opments include: more specialists to 
bolster existing teams for high-pro- 
file projects, a resurgence of affiliate 
label programs, and, ultimately, a 
return to small independent develop- 
ers who have particular talent for the 
desired game category. 

And then the whole cycle can 
begin again. Computer gaming 
never stands still. 

— Arnie Katz 


THIS HOLIDAY, GIVE HIM JUST 
WHAT HE'S BEEN ASKING FOR. 


He asked for it. Now give it to him! With 
the Land, Sea, & Air computer game pack 
from MicroProse. 

Three action-packed computer games for 
one great price. All of which allow the lucky 
recipient to give his enemies just what 
they deserve. And vice-versa. 

In M-1 Tank Platoon, 
he can blast enemies to 
shreds commanding four 
of America’s armoured 
juggernauts into explosive land combat. 

In Silent Service П, he 
can launch powerful 
torpedoes against enemy 
forces in the Pacific 


commanding a World War II U.S. submarine. 


And in F-19 Stealth Fighter, he can launch 
awesome firepower against dangerous foes 
as he pilots the jet fighter 


no radar can detect. 


Land, Sea, & Air from 

MicroProse. It's the gift 

that keeps on giving and giving and giving. 
To get your copy, visit your favorite 


computer game retailer today. 


To ge e 
EST or fill ou 
80 Lakefront 


mail it to: MicroProse Software, Inc. 
Dept. D10 • Hunt Valley, MD 21030-2245 


Name: 


Address: 


| cy; ss 


Telephone: ( 


Zoo 'Keeper 


by Davidson 


With Davidson's Zoo Keeper, chil- 
dren will have endless hours of fun 
learning about all sorts of wild and 
wonderful animals. They will learn 
what these animals look like and 
what they eat. They will even be able 
to explore where their favorite ani- 
mals live. This amazing game fea- 
tures real-life photos and animal 
sounds and animations, complete 
with digitized backgrounds. Children 
must help release animals to the 
wild, and they will also gain an 
understanding of the important role 
we all play in protecting our animal 
friends. When your child first starts 
the game, he/she will be either a 
lowly cage cleaner or a whale water- 
er. As they progress, they will move 
up in the ranks, hoping to gain the 
status of head zookeeper. As the 
zookeeper, your child will be in 
charge of over 50 different animals 
from aardvarks and baboons to 
whales and zebras. It is their job to 
make sure all of the animals are kept 
happy and healthy. An easy task? 
No way! Especially with a band of 
mischievous troublemakers on the 
loose. Not only are they feeding the 
animals the wrong foods, they are 
also littering the animal habitats, 
upsetting plant life, and causing 
mayhem throughout zoo world. 

An additional helpful program for 
teachers and schools is a lab pack 
($169.95) that allows you to install 
the program onto 5 student stations! 
Zookeeper will help to inform your 
kids about the environment. 


Above: At zoo central, you can 
choose a wide variety of options, 
from information on almost any 
zoo in the country to specific 
information on several different 
animals! 


Female lions 
the hunting 
moi 


the 


Learn a lot of interesting facts 
about many types of animals! 


Watch and hear the polar bear. 
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Get ready, zoo fans, because the 
gates open a 10:00 a.m. and they 
never close! 


" um A 34 
With this тар, уои сап до іо апу 
of these zoo zones. 


Can you find the animal? 


Play the World War I 
strategy game it took 
2500 years to perfect. 


Twenty-five hundred years ago the ancient 
warrior Sun Tzu wrote the definitive military 
strategy and tactics book, The Art of War. Now, 
thousands of 
years later, 
MicroProse is 
proud to present 
The Ancient Art of 
War in the Skies; an action-packed aerial strategy 


game based on the writings of Sun Tzu. 


Through a unique combination of wargame 
strategy and fast action combat, you'll take full 
control of World War I air forces in historical and 


fictional battles. 


You'll confront enemy squadrons commanded 
by legendary 
military minds 
like Kaiser 
Wilhelm II and 


Baron Von 


Richthofen. Bomb strategic targets to move the 


battle front into enemy territory. And jump into 


wild dogfights 
and thrilling 
bombing runs at 


any point in 


the battle. 


Actual screens may vary. 


Even more fun, you'll get to create an infinite 
number of campaigns using the game's incredible 


campaign editor. 


Fhe Ancient 
Art of War 
in the Skies 


The 1ши World War 1 Ststagy de Action Game" 


The Ancient Art 
of War in the Skies 
from MicroProse. 
2500 years in the 
making, and still 


worth the wait. 


or fill out the coupon and mail it to: MicroProse Software, Inc. 
180 Lakefront Drive • Dept. D10 * Hunt Valley, MD 21030-2245 


| Address: 


Name: 


| су: — 9 Zip: 


© 1992 MicroProse Software, Inc. ALL RIGHTS RESERVED. 
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"Turbo Science 


by Dynamix 


We all remember what school was 
like - lugging those big, heavy books 
around, making faces at the teach- 
ers while they were writing the 
assignments on the board and 
always getting called on when you 
either were goofing around or did 
not have a clue about the answer. 
Maybe in the near future, instead of 
bringing books to school, the kids 
will bring computer disks with their 
homework on them. With all of the 
new children's programs coming 
out, this may turn into fact, not fic- 
tion. A good example is this game 
by Dynamix! Quarky & Quaysoo's 
Turbo Science gives kids the oppor- 
tunity to learn at their own pace and 
have fun while they do it! There are 
several things your child can learn 


If you need help, you can use the 
manual for hints both specific 
and general. For each correct 
answer, Quarky or Quaysoo will 
give you a thumbs up! 


with this program, and parents might 
learn something as well. At the main 
Screen, the player can choose the 
character he or she wishes to play; 
both of the characters have the 
same goal, and that is to finish first 
in the upcoming race! There is even 
a practice mode so your child can 
learn at his or her own pace. After 
selecting a destination, he or she 


Here you can pick which charac- 
ter you want to be, either a boy or 
a girl. You will also select training 
mode, or the actual game mode! 


Choose your mode of transporta- 
tion between each of the areas. In 
this case, the ultra-fast method of 
travelling by car was used to zip 
to the next screen. 


gil r i 


A trip to the T.V. studio will result 
in a number of questions about 
light and T.V. If you aren't up on 
different light sources, be pre- 
pared for some tough questions! 


50 COMPUTER GAME REVIEW 


о» ARKY.& QUAYSOO's 


will be presented with a list of trans- 
portation possibilities, from walking 
to flying an ultralight aircraft, each 
one being progressively faster. 
However, each player has only a 
limited amount of money, and the 
faster modes of travel cost consider- 
ably more. Each correct answer at a 
given location earns more money, 
allowing the player to use the quick- 
er modes of transportation. When 
the destination is reached, the play- 
er uses and easy to learn point-and- 
click system to get more information 
about what he or she sees on the 
picture. The scenes are done in a 
cartoon form, so your kids won't get 
bored. 

When a correct answer is given, 
either Quarky or Quaysoo, whichev- 
er was chosen at the beginning of 
the game, will congratulate the play- 
er with a humorous animation and 
phrase. The sound effects are very 
good and the graphics are quite 
amusing. This is a great game for 
kids looking to further their scientific 
knowledge and adults who want to 
learn and relearn many things about 


Stanley is about to pull a big switch 
in the bb. ñ switch opens or 


At each screen, you will be asked 
several questions that you must 
answer. 


IN THE YEAR 2001, THE WAR ON DRUGS 
NEW HIGHS. 


HAS REACHED TERRIFYING 


The furious tide of drug cartels that flourished in the late twentieth century 
now blankets the world in the year 2001. At the request of nations all over the 
globe, the United States is asked to put an end to this juggernaut. 


Their answer? Advanced Tactical Air Command...an elite paramilitary task force 
commanded by you. 


Fight the war on drugs by leading a squadron of fierce, high performance F-22 
fighters against the best jets and missiles drug money can buy. 


Unleash devastating assaults on strategic targets. Develop comprehensive 
strategies. And lead 250 undercover agents against drug runners in the 
mountains, jungles, and cities of the world. 


ATAC from MicroProse. Get your copy today. And roll back the tide of 
drugs forever. 


To order, visit your favorite retailer or call 1-800-£ 


\ 


Actual screens тау vary. 
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Seriously Fun Software 


For IBM-PC compatibles! 


= T € 1992 MicroProse Software, Inc. ALL RIGHTS RESERVED. 


Q M TEWORKS 


ELECTRONIC RRTS SCORES BIG WITH RFFILIRTES! 


The top billing this month goes to 
the business wizards at Electronic 
Arts, who, in a very bold move, have 
signed six (count 'em, six) new affili- 
ate labels to contribute to the CD- 
ROM world. Heading this list is 
ICOM, whose Sherlock Holmes 
game shook the CD world. Also now 
in the mix with EA are Ebook, a com- 
pany that produces art and literature 
titles; Humongous Entertainment, 
which will market a number of 
adventures for both kids and adults; 
Novalogic, who will bring out a few 
EA-distributed floppy titles before 
going CD-crazy; Zelos!, a publisher 
of informative CD-ROM titles; and 
Pop Rocket, Inc., a company found- 
ed by Spaceship Warlock team mem- 
ber, Joe Sparks. CD-ROM looks like 
a more interesting market now, huh?! 

Some of the hottest news of the 
month comes from the outer fringes 
of the software industry. Total 
Vision, Inc., a mutlimedia company 
has teamed up with Dark Horse 
Comics to form Dark Vision Interac- 
tive. For those who don't read 
comics, Dark Horse is the third com- 
pany in comicdom's Big 3 and holds 
the license to such comic book titles 
as Alien, Predator, Terminator and 
Indiana Jones. The idea behind the 
new company is to create software 
from a new angle. Instead of going 
directly at the game, the company 
plans to create titles that will be 
based in the cinematic realm with the 
game elements added. The partner- 
ship is already working on its first 
product, Alien. The storyline of the 
game will come from both the Alien 
movies and the numerous Dark 
Horse Comics Alien series. However, 
don't expect it soon. Look for it 
around May of 1993. Other titles that 


are currently in the planning stages 
are Predator and Concrete. Again, 
for the non-comics fan, Concrete is 
the way-cool story of a guy trapped 
inside the body of an alien creature. 
The alien's body acts a lot like con- 
crete, and, well, that's how he got his 
name. Hopefully Dark Vision will let 
Paul Chadwick, Concrete's creator, 
work on the project. Finally, Dark 
Vision has mentioned that several 
directors including Sam Raimi of Evil 
Dead and Darkman fame have 
expressed an interest in working with 
multimedia. I'd love to see an Evil 
Dead 2 game! Groovy! 

In other news around the globe, 
Norsehelm has been pressured by 
some people to release Ragnarok 
with a major enhancement; namely, a 
wimp mode. While yours truly really 
liked the challenge inherent in being 
able to make permanent back-ups 
only at every 4,000th turn, it seems 
that some other people out there 
wanted permanent saves more fre- 
quently. This is a highly recommend- 
ed game, but remember, that begin- 
ner mode is only for total wimps. Get 
real, gamers! Go for the gusto and 
only back-up Ragnarok every 4,000 
moves! 

Amtex has created some waves in 
the Macintosh world with Tristan 
Pinball. In fact, the game has been a 
top seller in Japan for quite some 
time. The good news here is that PC 
users can look forward to getting their 
hands on Tristan very soon. This is 
easily one of the best computer pin- 
ball games ever made, so silver ball 
fanatics will certainly want to reserve 
a copy. Look for it now, bumper- 
heads! 

In the major depression depart- 
ment, Microplay has announced that 
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they have 86'ed the plans for the CD- 
ROM version of Challenge of the 
Five Realms that was mentioned in 
the September issue of CGR. Bum- 
mer. At least they are still currently 
planning on a CD-ROM Mantis. 

When we took a look at Air Force 
Commander from Impressions last 
month, it did not include something 
that will be put into the final game. 
What the company is adding is a 
quick reference card that should 
make getting into the game a whole 
lot easier. It's really nice to see a 
company that responds to sugges- 
tions like this and makes the neces- 
sary changes to help the game play- 
ers. Nice move, Impressions! 

How's this for wild? Villa Crespo's 
Coffee Break series has managed to 
get into drugstores! A Texas gro- 
cery/drugstore chain has brought the 
series onto the shelves outside of 
computer stores. Villa Crespo has 
been pushing these titles hard, and 
computer buyers have been listening. 
All four titles have been in the top ten 
of Egghead and some other comput- 
er retailers. This could open the door 
to less expensive software for every- 
one! And with at least ten more titles 
coming in, the future for quality 
games at quality prices looks pretty 
darn solid. 

The low-end market is getting bet- 
ter and better, thanks (of course) to 
Villa Crespo and, surprisingly 
enough, Sierra. Crazy Nick's Soft- 
ware Picks are little two or three- 
game packs available for around $10. 
While not as gambling oriented as 
Villa Crespo's line, there are some 
fine games. Of course, if you have 
the Hoyle series, you'd be picking up 
a lot of the same products. Funny 
how that marketing works, eh? 


Interact with dozens 
of unique characters, 
each with their own 
personalities — 
and alibis 
Use the detailed 
overhead map of 1888 
London to 
identify your next 
sleuthing location 


Refer to Dr. Watson's 
journal for a detailed 
record of your 
investigation 


Use your laboratory at 
221B Baker Street to 
analyze clues 
. 


Classically-scored 
soundtrack with over 
30 original themes 


Digitized voice and 
sound effects 
(soundboard 

required) 


The Lost Files of 
Sherlock Holmes for 
the IBM’ PC and 

compatibles. 


Visit your local retailer, or call 
1-800-245-4525, By Mythos Software and 
Electronic Arts, £1992 Mythos Software. 
All Rights reserved, IBM is a registered 
trademark of International Business 
Machines Corporation. 
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CIRCLE #111 ON READER SERVICE CARD. 


Well, l've settled in here already, 
gang, and I'm feeling right at home. 
But I’ve got to tell you, the guys who 
read EGM are outdoing my CGR 
patients in terms of volume of let- 
ters. Come on folks, surely there are 
questions which torture you in the 
night, causing you to bolt awake, 
eyes wide with terror? Certainly you 
must encounter apparent discrepan- 
cies which slowly devour your sanity 
| and leave you gibbering, on the 
| verge of madness? Maybe you were 

just wondering about something. 

! In any case, this is is the place to 
have that fevered brow cooled, that 
madness assuaged . . . that control 
pad realigned. Just check the 
address at the end of this column 
and send me your questions, com- 
ments and corrections (the Game 
Doc blows ‘em too, occasionally. I’m 
only human, despite appearances). 

Now, on with the Qs! 

Q: | love your column; | can't 
believe anybody could know that 
much about everything from comput- 
ers to videogames and hand-helds! 

By the way, a friend told me 
recently that the Two Guys from 


| Andromeda who created all the 


| Space Quest games for Sierra are 
splitting up. Does this mean - sob! - 
| no more Roger Wilco?! 
-Jason Walker 
Las Vegas, NV 
A: Modesty compels me to admit, 
Jason, that | have not only a vast 
storehouse of reference materials at 
hand, but phone numbers of experts 
on anything from code crunching to 
software pricing. In other words, I’ve 
been around and I've learned a few 
things, but 1 don't pull these answers 
out of a hat. It takes plenty of 
research and phone calls to come 
up with some of this stuff, believe 
me. The trick is making it look easy! 
Here's the skinny on the Space 
Quest games: apparently, Апаго- 
medans are forced to separate from 


one another after a fixed number of 
years and the Two Guys' time just 
ran out. One of the plucky aliens, 
however, who goes by the Terran 
name of "Mark Crowe" is moving 
over to Dynamix where he is busily 
creating Space Quest V, which 
doesn't have a subtitle yet (as 
reported in the September issue of 
CGR). The plot involves Roger's 
journey through the Space Pilot's 
Training Academy where he finally 
earns his wings and prepares to 
leave janitorial work behind. No such 
luck. On his first case, he uncovers 
a scheme to dump bio-hazardous 
material on several helpless planets. 

Q: Can a game designed to be 
played on a 286 PC running at 12 
megahertz run on a 386 or a 486 
running over 50Mhz? In other words, 
will the system automatically recog- 
nize that it should slow down to 
12Mhz? 

Also, what's the story with the 
386? When it was first introduced, 
the impression created within the 
industry and in the computer maga- 
zines was that this chip would be 
around a long time. Then, less than 
six months later, the 486 is virtually 
the standard. And now they're even 
talking about a 586 ! 

-Chris Collins 
Austin, TX 

A: Sorry, but there's no way a 
386/30, much less a 486, is going to 
slow down to accommodate a game 
running at 12Mhz. But it'd make a 
heck of a practical joke to play on 
some smart-alec arcade ace. 

As for the 386, it was indeed a 
much anticipated chip, but when it 
actually came out, all the Doc heard 
were grumblings. There seemed to 
be considerable dissatisfaction with 
this chip which perhaps spurred the 
development of the 486, which 
seems to be garnering mostly rave 
reviews. As for the 586, 1 suspect 
that's still a ways down the road. 


Q&A QUICKIES: Perhaps the sin- 
gle most frequently asked question 
we get here at the office is: *How do 
| become a game designer?" It's 
also probably the toughest. But | 
thought I'd compile a list of helpful 
suggestions to those of you who are 
looking to design - rather than pro- 
gram, which is an entirely different 
matter - electronic games: 

1) Play lots of games. Become 
familiar with the formulas and tricks 
the designers used and write down 
the good stuff. 

2) Evaluate the games you play. 
It's easy to say "I liked this. It was 
cool." Or “This was bogus." But the 
real question is "Why?" What was it 
about the game that did or didn't 
work. If it didn't work, how would you 
fix it? Begin to think of games as 
complex puzzles (games are not 
puzzles, of course, but creating 
games is similar to solving a puzzle) 
and learn what makes them click. 

3) Observe how different types of 
graphics, animations and points of 
view change the entire effect of the 
game. Always visualize. If you have 
a game idea, immediately sit down 
and sketch out a simple storyboard. 
You must be able to make your 
ideas concrete. 

4) If possible, find some friends 
who are also interested in making 
games. It's sort of like forming a 
band, except instead of having to 
find a bass player, drummer, vocal- 
ist, etc., you need artists, sound 
effects people, musicians, program- 
mers, and designers. You may not 
Sell your early efforts, but the educa- 
tion will be invaluable. 

We'll continue with tips for would- 
be game creators in future install- 
ments of Q&A. And that dumps it in 
the well for this installment. Remem- 
ber to send your missives to: 

The Game Doctor (CGR) 

c/o 330 S. Decatur, Suite 152, 

Las Vegas, NV 89107 


By Lucas Arts 


Do you remember where you were 
the first time you saw Star Wars? 
Now you can relive all of the excite- 
ment of the battle scenes of the X- 
Wing fighters. X-Wing is a space 
combat simulator set in the "Star 
Wars" universe. With new technolo- 
gies resulting in outstanding 3-D 
graphics and movie like sound track, 
X-Wing recreates the space battles 
between the Rebel Alliance and the 
Empire. Just like Luke Skywalker, the 
player is a new, hot-shot pilot for the 
Alliance flying small but powerful, 
starfighters against the dark forces. 
The Alliance's starfighters, the X- 
Wing, Y-Wing and A-Wing, all are 
available to do battle with Darth Vader 
and his Imperial troops. These space- 
craft are use in combat missions such 
as escorting transports, dogfighting 
against TIE fighters, encountering 
Star Destroyers and attacking the 
most dreaded weapon of all, the 
Death Star. 

X-wing is created by Lawrence Hol- 
land and Edward Kilham. Holland is 
well known for his work on Secret 
Weapons of the Luftwaffe. 

When you first start playing X-Wing, 
you will see the ongoing struggle 
between the Rebel Alliance and the 
Empire. You will arrive at the Mon 
Calamari Spaceport. Learn basic fly- 
ing skills of the three major Rebel 
starfighter in the Pilot's Proving 
Ground. This area challenges recruits 
with an obstacle course of objects to 
navigate through, and of course, tàr- 
gets to destroy. Once you are confi- 
dent in this skill, you will move onto 
combat school! If you are like all of us 
here at CGR, you love Star Wars and 
you can't wait to see this one! 


ч 
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TECH-SPECS 
Developer: LucasArts 
Format: PC / Compatibles 
Graphics: VGA 


Theme: Action 

Sound: Most sound cards 
Available: N/A 

Cost: Not determined 


ADVENTURE LIKE NEVER BEFORE... 


Ts year is 999 A.D. The 
time of great dread has come. Long 
have the Viking prophets foretold of 
RAGNAROK, the final battle of the gods, 
which will determine the fate of the world. 
From before the ancient times, the great gods 
of your people - Odin, Thor and the forces of 
Asgard - have championed the human race 
and have withstood the power of evil Surtr 
and his hoards of fire demons. Now the days 
have become dark and cold. 
Many travelers and warriors have passed through your Š ‹ 
village into the wild lands beyond. Strange tales of коош нере 
distant lands, wizards, powerful creatures and maqic xX wa Why be Human’, 

TET T — d * Shed your human form as you learn the arcane 
are whispered by firelight. Some of the boldest warriors skills of polymorph and transformation. 
say that the final great Viking quest is to aid the gods 


/ It's time to break the mold. Step 
up to RAGNAROK and experience 
the vast, unbounded world of Norse 
mythology. 

* Explore over 100 action-packed realms, featuring 
vivid, superfast VGA graphics. 

* Enter a highly interactive world where you pursue 
quests and adventures as you see fit... no set story 
line to follow. 

Challenging and Intriguing. 

* Master the use of over 200 magical artifacts. 

* Encounter up to 200 distinct races of beings 

* Acquire the skills and knowledge needed to finally 


| Easy to play! 
themselves as they prepare for RAGNAROK. The outlook is \ / * Extensive on-line help and intuitive interfaces have 
grim, but to stay behind and wait for the end is worse. You / you playing immediately. 
have packed your belongings and have decided to follow у * Infinite variability and non-stop action will keep you 


the dark trail into the forest... солупорав аи 


NOW AVAILABLE FOR IBM & COMFATIBLES! ( ү А” 
ТО ORDER: la 
| 
Visit your retailer or call 1-800-892-3488 to order. VISA/MC and checks accepted. Í ORSEHELM 
Norsehelm Productions, Inc.; P.O. Box 494588; Redding, California 96049-4588. J " ATE o 
CIRCLE #163 ON READER SERVICE CARD. 


by GameTek 


Humans is an interactive game 
based on the crazy antics of a Stone 
Age tribe. This humorous, fun-filled 
action game centers around the char- 
acteristics and personalities of the 
tribesmen who must work together as 
they discover and gather the necessi- 
ties of survival, like the wheel and fire. 
Only through the division of labor and 
the realization of a common goal can 
the tribesmen survive as a group. 
Humans is an adventurous, light- 
hearted look at human nature, com- 
plete with real human tendencies like 
complex decision making and over- 
coming adversity. Humans combines 
brilliant graphics and sound to pro- 
duce a totally new kind of game. Get 
ready to discover the roots of cooper- 
ation and persistence. This game is 
really entertaining, but it can also 
teach the player a valuable lesson! 


by Buena Vista 


Get ready for a game that is unlike 
anything you've ever seen before! 
Unnatural Selection by Buena Vista 
is incredible. It is up to you to create 
brand new images of beings that 
actually exist in this world of 256 col- 
or VGA graphics. All of the animals 
that you create can be animated, giv- 
ing you a more realistic sense of life. 
If you do not like one of your cre- 
ations, you have the power to play 
god and cease their existence. This 
game also supports sound from most 
major sound cards. Feed these new 
creations, and watch them grow and 
develop; the whole creation rests in 
your hands! Choose wisely, or you 
may never choose again! No one 
ever said that creating and sustaining 
a living organism would be easy. 
Watch for this great new game! 
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Fantasy wargamers, be watching; 
soon a new challenge will be gracing 
the shelves of your neighborhood 
computer stores. Conquered King- 
doms assembles the tactical require- 
ments of a military simulator with the 
people and fearsome beasties that 
fantasy RPG fanatics have come to 
know and love. The game allows you 
to pit your strategic ability against a 
worthy silicon opponent. The goal? 
Prevail or go down in ignoble defeat. 
The strong will crush the weak, but 
the cunning will outwit those who rely 
too heavily on brawn. The capture of 
towns and castles will place you clos- 
er to victory, but only if you can hold 
them against an enemy siege. To aid 
in your defence, reinforcements of 
many types can be formed by gather- 
ing enough of the right resources. 
Fight individual battles or entire cam- 
paigns against the computer in your 
quest to acquire the most Conquered 
Kingdoms. 


TECH-SPECS 
Developer: Quantum Quaility 
Format: PC / Compatibles 
Graphics: EGA 
Theme: Strategy 
Sound: Major sound cards 
Available: 4th Quarter '92 
Cost: Not determined 
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Microsoft Golf for 
Windows 


by Microsoft 


| Microsoft announces Golf for Win- 
| dows! Golf for Windows features pho- 
to-realistic and topographically accu- 
rate simulations of the Torrey Pines 
golf course and is compatible with the 
| Access line of PGA championship 
| courses. Microsoft golf demonstrates 
| a new level of realism in computer 
simulation products and offers a com- 
pelling example of how Windows can 
be a great platform for entertainment 
as well. Some of the features included 
in Microsoft Golf are as follows: a 3-D 
grid over the fairway or green at any 
point in time to direct shots and real 
sounds such as chipping, club 
swings, and comments. It also gives 
users precise control over their swing 
by allowing them to adjust their setup 
on every shot and for every club 
based on winds and lies. Whether it is 
a tough lie in a sand trap or a tee-off 
into a strong head wind, Microsoft 
Golf will provide users with the excite- 
ment of golfing on a real course. 
| Realistic sounds such as chirping 
birds can be heard even if you do not 
have a compatible sound board. 
Microsoft Golf for Windows uses Real 
sound, a patent-pending sound 
device developed by Access soft- 
ware. 

| The interface and controls for 
| Microsoft Golf for Windows are specif- 
ically designed for Windows. Because 
of this, the product is easy to set up 
and use, and users can quickly switch 
out of a golf game and into another 
application. Watch your golfer as you 
swing the club; he actually goes 
| through all of the correct motions of a 
real player. In addition, you can use 
either a male or female golfer when 
you play the game. The fun is just 
beginning when you choose to set up 
your golfer for your swing. You can 
Save your stance or use it just for that 
shot. Look for this great new golf 
game at a store near you! 


TECH-SPECS 
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Developer: Microsoft 
Format: PC / Compatibles 
Graphics: VGA 
Special: 286 or higher (req.) 
Sound: Sound Blaster 


Available: October 1992 


Cost: $64.95 
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SUBSCRIBE TO EGM 


AND GET AN OFFICIAL EGM T-SHIRT FREE! 


Each big full-color issue of EGM is packed 
with In-Your-Face information and exclu- 
sive coverage of the hottest video game 
action you can find. 


EGM is the only mag loaded with special 
pull-out strategy guides, killer maps and 
super secrets that will send your scores 
soaring! 


You find all this and more only in the 
Biggest and Best video game magazine! 
Be the first to get every action-packed 
page delivered to your door by subscribing 
today! 


BECOME A VIDEO GAME 
а GET YOUR EGM T-SHIRT ER 


Get 12 issues of EGM plus a collector's T-Shirt for only $27.95! 
Send payment to: EGM, P.O. Box 7524, Red Oak, IA 51591-0524 
Name .— _ — 
\2. vesue° | ll 
only City 1 1 1 
21.95 State ZIP 
$ Payment Enclosed 
` | ELECTRONIC Credit Card Orders: 
CAMINE VISA _ MC 
== sd Card No. = 
Exp. Date 
Signature 
T-Shirt Size: Small Large 


For Faster Service, Call Toll-Free: LOOK LIKE A PR0! 
EM SUBSCRIBE TO EGM! 


T-SHIRT WITH PAID OHDERS ONLY. 


` Pushover 


by Ocean 


Pushover is a unique combination 
of dominoes and problem solving that 
is sure to become a hit. At the begin- 
ning of each level, you will be shown 
a list of all available dominoes that 
you must knock over. From these tiles 
you will have to figure out the pattern 
to knock all of them down and open 
the door to the next level. This, how- 
ever, is not as easy as it sounds. 
Each tile is unique and does some- 
thing different, so you have to arrange 
the tiles perfectly so that they will fall 
in the correct order. Pushover will 
support the following sound cards and 
graphic cards: the Roland, Adlib and 
SoundBlaster and it will support 
EGA/VGA. If you like puzzle games 
like Lemmings, then look forward to 
this release. It will provide hours of 
unique and challenging game play. 


by MicroProse 


Microprose has announced the 
release of Rex Nebular. This futuris- 
tic adventure game will take you to 
places you never imagined in your 
wildest dreams. Sure, he is for hire, 
but if he does not pull off this job, 
Rex Nebular's reputation as an inter- 
stellar adventurer and womanizer will 
take a beating. All he has to do is 
retrieve a priceless vase for a really 
ticked-off Colonel Stone. It should be 
easy, but don't count on it! Especially 
when this Cosmic Gender Bender gig 
has enough traps to send Rex to his 
grave a thousand times over. Rex 
will have to locate a cloaked planet 
and survive the grotesque Gender 
Bender machine. Negotiate the perils 
of a vast underwater world. Will he 
be able to tear himself away from 
legions of sex-starved aliens across 
the galaxy? Look for the game in the 
near future to find out! 
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For years, one of the most recog- 
nizable names in professional sports 
has been Michael Jordan. Now, after 
two consecutive NBA titles, numer- 
ous playoff and regular season MVP 
awards and the Barcelona olympic 
games, Michael Jordan may be the 
best known sports figure on the 
planet! 

Basketball fans have thrilled to 
Jordan's amazing skills since he 
started playing. Whether it is a 
clutch shot at the end of a game, a 
key pass to an open teammate or a 
tremendous slam dunk, Michael Jor- 
dan is at the top of the basketball 
world. 

Now, thanks to his collaboration 
with Electronic Arts, Michael Jordan 
will soon be at the top of the PC 
basketball world. The upcoming 
release from Electronic Arts, Michael 
Jordan In Flight, uses digitized pho- 
tos of Jordan and was created in 
part by the superstar himself. 


Jordan was also involved in the 
playtesting of the computer game 
that bears his name. 


Electronic Arts is calling Michael 
Jordan In Flight "the first truly three- 
dimensional sports simulation." To 
make the game, producers Michael 
Suarez and Greg Zumwalt used 
flight simulation technology along 
with digitized images of Michael Jor- 


(UN 


When Jordan was not available, a 
stand-in was used. 


dan and other basketball players. 
During game play, the player will 
control these digitized images per- 
forming actual jump shots, steals 
and dunks in a three-dimensional 
arena while viewing the action from 
anywhere. In short, It's 4D Boxing 
set on a basketball court. 

To do this, Suarez and executive 
producer Don Traeger videotaped 
Jordan performing his moves in front 
of a chroma-key blue background 
(pictured below). The use of this 
background allowed the images to 
be easily removed from videotape 


А. 


This shot of Jordan will Бе used 
in the actual game. 


and put onto the basketball court in 
the game where the flight simulation 
technology came into play. Every 
shot in the game had to be video- 
taped from eight different angles, 
and each player that was used in the 
game had to have all of his moves 
put on videotape. 

The technology that allowed for 
this kind of three-dimensional game 
play is credited to Zumwalt who 
developed an animation technique 
that scales and compresses digital 
images correctly and proportionally 
in real time. Zumwalt's opinion was 
that if enough frames of animation 
were captured from enough angles, 


Above, Jordan checks out his 
game while the crew looks on. 
Below, more of the videotaping 
sessions, with Jordan in one of 
hundreds of poses that had to be 
filmed. 


his code sequence would be able to 
manipulate the two-dimensional digi- 
tal images into 3-D players on the 
computerized basketball court. His 


Jordan, pictured here with Elec- 
tronic Arts producer Don Traeger 
and designer Mike Suarez, took 
an active part in the design of his 
game. 
diligence payed off; the game can 
be watched or played from an infi- 
nite number of angles, giving the 
player the feeling of truly being a 
part of the on-screen action. In addi- 
tion to that benefit, it allows the user 
to set up the view he or she is most 
comfortable with, improving game 
play. Finally, this endless number of 
viewing angles allows for some truly 
spectacular replays. After an amaz- 
ing shot, the player can run it back 
and invent his or her own camera 
angle, watching the replay from an 
opposing player's position, the top of 
the rim, Jordan's shoes or even the 
basketball itself. 

The game will allow you to do 
more than just replay the action, 
though. You will be able to save 


Part of Michael Jordan in flight 
was developed in Chicago. 


The replay feature is at work here. Notice the number of 
controls you can operate at the top of the screen! 


your best moves and create high- 
light films to impress your friends. As 
with the replay feature, you direct 
the camera to show the action just 
the way you want it to be seen, edit- 
ing the instant replays you've saved 
to just the right point. 

Jordan's part in the game was 
more than just as a subject for 


nme 


videotaping. To help create the 
game, he used a diagram board to 
draw out various offenses and 
defenses to be used by the comput- 
er in the game. Jordan took a 
hands-on approach in virtually every 
aspect of the product except for the 
actual programming. 

Of course, the real test of a prod- 
uct is not the number of man-hours 
that went into producing it, the 


licensed name on the box or the 
money spent in production. The true 


worth of a game comes in the actual 
quality of play. Michael Jordan In 
Flight operates smoothly and is very 
easy to control. The player anima- 
tion is excellent, and all six players 
on the court act like real basketball 
players. This game may do the 
seemingly impossible feat of living 
up to Michael Jordan's greatness. 


If you make a spectacular shot, a digitized photo of Michael 
Jordan will congratulate you! 


REVIEW CREW * COMING ATTRACTIONS ° MEGA TRICKS 
INTERNATIONAL * MEGA STRATEGIES 
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THE #1 ALL-SEGA VIDEO GAME MAGAZINE ` = m 7 
ae J WANT MEGA PLAY! 
PLEASE START MY INTRODUCTORY SUBSCRIPTION TO MEGA PLAY - 
THE ALL-SEGA GENESIS, MASTER SYSTEM AND GAME GEAR MAGAZINE! 
NAME 
ADDRESS 
CITY STATE ZIP 
. . Payment enclosed . Bill me 

Credit card orders: VISA _ MC 
Card no. 
Expiration date 
Signature 

Please include $19.95 for your subscription and mail to: 


Mega Play, P. 0. Box 7535, Red Oak, IA 51591-0535 


For faster Service, Call toll-free: 
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PHANTASY S' 
R FORCI 


BE ñ €GR REVIEWER 
FOR ñ MONTH! 


Hey, every joker out there has an 
opinion, but only a few people can put that opinion into 
words. People that can transfer those opinions into writ- 
ing get payed for it, just like Alex, Rick and Steve do with 
the games in CGR. If you think you've got the right stuff 
to review a game for CGR, prove it! Take a game that 
you've been playing and write us a review of it. If you 
think it's the best game in the world, tell us why. If you 
think it stinks and you're mad at the world because you 
got rooked into spending your hard earned money on a 
title that doesn't cut it, tell us that, too! If you think we got 
a review on a game totally backwards, send us what you 
would have printed if it was your name in the review box. 

The rules here are simple: all you have to do is pick a 
game from your inventory of titles. Dash off a review of 
approximately the same length as the reviews on a one- 
page CGR game review and give us the score from 1 to 
100 that you think the game deserves. Write in your own 
style and give us the scoop about the game. Please, 
don't try and copy one of the styles of the three CGR 
reviewers. It may flatter them and swell their already 
increasing hat size, but it won't cut any mustard with the 
judges. We'll take what we think were the five best entries 
and print them in the February issue of CGR. Get your 
name in print! We'll even give away a cool T-shirt to the 
best entrants! Get that typewriter cranked up and go for it! 
What have you got to lose? 


To enter, simply send your review to: 
COMPUTER GAME REVIEW 
Here's My Opinion Contest 
1920 Highland Ave., Suite 222 
Lombard, IL 60187 


Please include your name and address on your entry. 
Good luck, and may the best reviewers win! 


Our July contest to give away five games from Virgin 
games had an excellent response! Our lucky winner of 
the grand prize is Nicky Hilton of Conrad, IA. COngratula- 
tions! You'll get your own copies of Floor 13, Realms, 
Dune, Warriors of Destiny and Fables and Fiends: Leg- 
end of Kyrandia! The five T-shirt winners are Thom Smith 
of Houston, TX; David (no, I'm not related to Alex) Rees 
of Binghamton, NY; Alan Minyard of Colinsville, MS; Kib 
Tyler of Thousand Oaks, CA; and James Crawford of 
Tacoma, WA. See you next month when we give away 
games from Villa Crespo! 

Contest Rules: All entries for the Computer Game Review / Here's My Opinion 
Contest must be postmarked no later than 11/30/92 and received at the offices of 
Sendai Publishing Group, Inc. no later than 12/14/92. The judges will read and 
grade each entry when it is and make a final decision. Winner's entries will be print- 
ed in the February issue of Computer Game Review. The decision of the judges in 
the selection of the winners of the contest is final.. Neither Computer Game Review, 
employees of Sendai Publishing Group, Inc., nor the judges will be liable for lost, 
misdirected or illegible entries. No purchase is necessary to enter. Multiple entries 
are allowed only if sent under separate postage. Employees and families of Sendai 


Publishing Group, Inc. and computer Game Review are inelligible to enter. Void 
where prohibited. How mean can you be? 
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"Terminator 2 
Chess 


by Capstone 


From the dark reaches of space 
comes the ultimate in futuristic chess 
games. Terminator 2 Chess uses the 
same engine as the much-acclaimed 
Grandmaster Chess, which is guaran- 
teed to beat Chessmaster 3000 and 
Sargon V, making it a tough opponent 
in game play as well as looks. Each 
futuristic piece is fully animated with 
glowing color, and the game boards 
have been designed to give it as 
futuristic a look as possible. Termina- 
tor 2 Chess supports most sound 
boards for a very realistic sounding 
chess game. If you are ready for real- 
ly challenging chess with an all-new 
futuristic look, check out this incredi- 
ble new game! 


| Roll over your opponents with this 
| interesting looking Rook! 


Eric The Unready 


by Legend 


In the donut-shaped world of 
Torus, no knight has a better reputa- 
tion as a bumbler than Eric the 
Unready, so it came as quite a sur- 
prise when he was given the quest to 
rescue the king's daughter, the beau- 
tiful princess Lorealle. Of course, her 
kidnapping and Eric's assignment to 
the quest was engineered by the 
king's second wife, Queen Morgana, No adventure would be 
who wants her own daughter to complete without a 
inherit the throne. Can Eric survive T d dragon, and this one 
the vicious onslaught of the attack er: Legen inles comes with a moving 
turtles and rescue Lorealle? Eric the i | co р vulnerable spot! 
Unready is an adventure game with 
its silicon tongue firmly implanted in 
its cheek. Explore the land and enjoy 
Eric's humorous adventures. If you 
look closely, you'll see parodies of 
many popular computer games of 
today and yesterday and you'll enjoy 
the fun poked at classic adventures 
and fantasies as well. 
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27^ Do you own 
~~ a modem? 


ayer interactive fiction game ever 


Every day, twenty-four hours a day, the intrepid, the romantic, the 
imaginative and the adventurous from across the country, meet as 
player characters in the Shattered Realms, a world 

created from shared imagination. 


Legend¥ of Future Past is a detailed, elegant, multi-genre roleplaying 
game, featuring combat tactics, stealth, enchantment, necromancy, 
conjuration, psionics and spell research. 


plore the dark reaches beneath the Teeth of Shartan or enjoy a casual 
=-stroll with friends through the enchanted Grymwood Forest. Become a 
champion of justice, or a force for darkness. Delve into political 
intrigue or play the lone wolf on a personal quest. Tons of player 
interaction with special events nightly and gamemasters 

devoted to your playing enjoyment. 


Call 800-937-7644 to sign-up 


(1200/2400 bps, 8N1, full duplex) 
or 508-757-5737 for more information ке) 


Only $6.00 per hour evenings, weekends and holidays 
Visa * Mastercard • Check Prepay 
CIRCLE #138 ON READER SERVICE CARD. 

Legends of Future Past is available only over the Digital Dreams 
Network™, a service of Inner Circle Software: The Digital Dreams 
Network features other entertainment related services such as 
gaming, fiction and movie special interest groups, trivia 
competitions and “chat” teleconferencing. 


Now there is a magazine made exclusively for owners of the 
hottest, most powerful Nintendo video game system ever made, 
the Super NES! Here is a magazine with all of the latest 
information, unbiased multi-person game reviews and 
spectacular maps and tips, so incredible that only the edi- 
tors of Electronic Gaming Monthly could put it all together! 
Turn to the Super NES Buyer's Guide for the first and best 
info on the S-NES and its games! In each bi-monthly issue, | . 
you will find pages and pages packed € 
with the most detailed full-color cover- ST 2 
age on everything for your favorite 16- * ^ А 
Вії machine! With ап exclusive focus š iM. 
on the best and worst the Super NES 
has to offer, this Buyer's Guide is the 
one magazine you can trust to get the 
most out of your Super NES System! 


Detailed reviews of the latest games by three tell-it-like-it-is reviewers! 
Exclusive previews of new games from both America and Japan! 
Tips, tricks and strategies, complete with maps, that will let you score 
higher immediately! 


GIVE ME THE SUPER NES BUYER'S GUIDE! 
Please start my subscription to the Super NES Buyer's Guide, so I 
«an be up to date on the latest games and 16-Bit tips! 
NAME 
ADDRESS 
CITY STATE ZIP 
PAYMENT ENCLOSED BILL ME 
CREDIT CARD ORDERS: VISA MC 


CARD NO. EXP. DATE 
SIGNATURE 
Please include $19.95 for your subscription and mail to: 
Super NES Buyer's Guide, P.0. Box 7548, Red Oak, IA 51591-0548 


For faster service call toll-free: 


Make check or money order payable to Sendai Publishing Group, Inc. Canada and Mexico add $10.00. All other foreign add 

$20.00. Any/all checks or money orders must be payable in U.S. funds, and must be drawn on ап American bank. (American Ex 

press money order, Citibank money order, or any other type of check or money order that would go through a U.S. branch 

bank,) Please allow 6-8 weeks for your first issue. The Super NES Buyer's Guide is a Sendai Publishing Group publication and is not 
affiliated with nor endorsed by Nintendo of America, Inc. 


Only in the Super NES Buy- 
er's Guide will you find the first 
coverage on the newest games 
like Street Fighter 2, Contra 3: 
The Alien Wars and T.M.N.T. 4. 
Don't miss out on any of the 
action! Subscribe to the Super 
NES Buyer's Guide today! 


The Summonin 
by Strategic Simulations Inc. g 

The Summoning combines the best 
of role-playing and action adventure 
games. SSI has taken advantage of 
technological advancements to 
achieve superior sound and graphics 
which will make The Summoning 
more realistic and challenging than 
other computer games. The Summon- 
ing is a non-linear game providing 
intricate plot twists and numerous 
endings. Seeking to cast the spell of 
the Summoning to free the world from 
sinister destruction, the player makes 
his way through labyrinths, castles 
and dungeons to find the evil Shadow 
Weaver's Citadel. On the way to his 
destination, the player must teleport 
to other dimensions, battle grotesque 
monsters, find clues and solve puz- 
zles. The player may also find himself 
on various sub-quests and interacting 
with over 80 non-player characters. 

Music and sound effects appear 
throughout the game and images 
such as the unlocking of shackles and 
subsequent ankle bruises increase 
the realism. Because of the many out- 
comes for every quest, the player is 
constantly seeing or hearing some- 
thing different. This is one of many 
new aspects that makes The Sum- 
moning so unique! 

The Summoning features enhanced 
real-time visual interface (RTV). Addi- 
tional game features are unlimited 
save positions, an easy-to-use magic 
system, an icon-based graphical 
inventory, auto-mapping and a print 
function that allows players to print all 
of the character's conversational texts 
and adventure maps. The Summon- 
ing provides players with 75 to 100 
hours of game play. It will be avail- 
able for the IBM PC and compatibles 
in October 1992. The Adlib, Roland, 
and Sound Blaster are supported. In 
the beginning, SSI gave us Pool Of 
Radiance, then The Dark Queen Of 
Krynn, and now there's The Summon- 
ing! This game definitely continues in 
the great tradition that SSI has estab- 
lished for their games. 


41.772 44 
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All of the combat and action 

sequences in The Summon- 

ing are shown in excellent 

detail that really draws you 
into the game! 


This is just one of the out- 
standing animation se- 
quences in the game. Details 
like this make The Summon- 
ing a game to watch for! 


Strange and wonderful occurences combined with stunning 
graphics make The Summoning an adventure game like no other! 
Can you survive this lengthy quest and destroy the evil of the 
Shadow Weaver? Only by exploring the mysteries of the game 
can you discover the answer! 
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| Sports Football 


by Dynamix 


| This is a fantasy come true for 
every sports enthusiast who 
desires authentic football realism. 
Options range from the ability to 
choose commands and watch 
the action to the more expert lev- 
els where you can design your 
own plays or choose from over 
200 stock plays. Trade players, 
draft rookies, break tackles, kick, 
punt, and dive for interceptions. 
Play as the quarterback, coach, 
or general manager. FPSF fea- 
tures over 8000 frames of anima- 
tion, including digitized speech. 
Now you can watch your replays 
from nine different angles! 


TECH-SPECS 
Developer: Dynamix 
Format: PC / Compatibles 
Graphics: VGA 
Theme: Sports 
Sound: Sblaster/Roland 
Available: Fall, 1992 
Cost: Not Determined 


Incredible Machine 
by Dynamix 


Welcome, inventors! Now you 
can design and put together your 
own machine with working parts 
right on your own computer. 
There are over 50 working parts 
you can choose from to create 


wild, wacky and wonderíul Above, choose the puzzle you want and try to figure the best 
machines. The combinations are way to solve it with the pieces at your disposal. In this puzzle, 
unlimited with over 100 levels of you must get the basketball into the bin. Below, create your own 


play. This program provides the puzzles in the free-form mode. 
fun of combining pulleys, sea- 


saws, wheels, walking charac- 


ters, dropping balls, cranks, con- U TECH-SPECS 


veyor belts and many more Developer: Dynamix 
mechanical devices. А 


Each level of play presents а Format: PC / Compatibles 
different challenge, so you can Graphics: VGA 
design and redesign the machine Theme: Puzzle 
until you complete the computer- Sound: Sblaster/Roland 


assigned task. Choose to play in Available: Fall, 1992 
т 5 


either one or two player mode. х k 
Use you inventive genius to win! Cost: Not Determined 


by Microprose 


Take a deep breath and get ready 
for The Haunting. This game comes 
complete with 256 color VGA graph- 
ics, and supports the Adlib, Sound 
Blaster, Sound Blaster Pro, and the 
Roland sound boards. 

Do battle with some of the most 
hideous and unforgiving monsters you 
have ever seen. As you can tell by the 
pictures to the right, this game is not 
for the timid! The Haunting blends 
adventure with horror into a unique 
format. If you have the stomach and if 
you think you can handle these guys, 
then maybe you can survive The 
Haunting. If you cannot, then get 
ready to meet your doom! It incorpo- 
rates great animations that will scare 
your socks off! 


CyberRace 


by Cyberdreams 


CyberRace is an exciting, futuristic 
3-D racing simulation. The player 
makes decisions based on skill level, 
development, observation and intu- 
ition. In between each race, the play- 
er will interact with other characters 
to purchase weapons, make secret 
deals, get confidential information, 
have a few romances and sabotage 
competitors - all the stuff necessary 
to win the race! Correct decisions are 
rewarded with superior game results 
and more entertainment between 
race scenarios. Poor decision mak- 
ers are shown no mercy! With nine 
levels, 46 between-race scenarios 
and eleven different endings, game 
play possibilities are endless. Action, 
adventure, and tongue-in-cheek 
humor combine to make CyberRace 
a tremendously entertaining game. 
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The Legend Of Kyrandia is anoth- 
er challenging adventure for all 
adventure lovers! It is up to you to 
find the magic that can free the land 
and your grandfather as well. The 
quest begins with the discovery of 
your grandfather. 


Your grandfather desperately 
writes his secrets that you must 
follow to help free him from his 
rocky tomb (below)! 


First of all, there is nothing you 
can do at this time to help him. Mal- 
colm, pictured below, is your enemy. 
His jokes are funny, and he may not 
be that bright, but he is someone 
who will do everything he can to stay 
in power. 


Malcolm is the jester your grand- 
father talked about. Can it be 
true? Could this funny little man 
be the one you are after? 


Carefully look around the room; 
there are at least two things you can 
uncover and use in your quest. It is 
time to start your quest, so walk out 
the front door. The vast land that 
you roam has been simplified for 


you with the map (above). Explore 
the area thoroughly and look for 
clues. Some trunks of trees can give 
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Welcome to a world that has 
never been seen before - 
Kyrandia! Your name is 
Brandon, and you're on your 
way back to your grandfa- 
ther's for lunch, when lo and 
to stone by the evil jester, 
Malcolm. He just escaped a 
day ago, and now he is seek- 
ing revenge! You, Brandon, 
must stop him from his evil 


away very important information. 
The list below shows you the items 


that you have to find for the solution 
to this first quest. 


1. The saw 
2. The tear drop 


3. The rose 


4. The scroll 


00669 


All of the above items can be 
found throughout the land, and they 
аге not put in any particular order 


as to how they are used. The best 
thing to do when you first start out in 
this game is to wander the land. 
Explore all of the areas, looking for 
clues to aid you further. When you 
find your young friend by a certain 
tree, he will want to play hide and go 
seek; you really do not have a 
choice, so follow him. When he dis- 
appears while you chase him, it is 
time to go up one screen! Do not for- 
get to take the item that he dropped; 
it is one of the keys to the first level, 
and it does not appear on the list of 
items to get. 

Have you noticed how sad the tree 
to the left of your house looks? It 
seems depressed. It might be a 
good idea to give it some help. If you 
know anything about plants, brown 
leaves usually means only only one 
thing. Of course, you must first 
determine what type of willow tree it 
is. If you can answer these ques- 
tions correctly, you will be rewarded 
with this picture (below), and the 
gratification of all the trees in the for- 
est! 


Well, this is what a healthy willow 
tree looks like (hint: there just 
may be a clue in this caption!). 


It is time to move on. Follow the 
map to the temple and talk to the 
girl. She will tell you how to make 
that altar work. This is where the 
scroll comes into play. It can be 
found in one of the areas shown on 
the map to the left. 

Assuming you have the amulet, it 
is time to continue. You probably 
have found the young man sulking 
over his bridge; this is the next major 
hurdle to pass. After talking with 
him, give him the item in your inven- 
tory that can best make new planks. 
When you cross the bridge, you will 
arrive at at the "mighty" Darm's 
place. After a rather interesting con- 
versation with Darm and the dragon, 
he will tell you to seek out the quill, 


and it is up to you to find it. This is 
no easy task, and you will have to 
find your own way to it. Your first job 
should be to get yourself familiar 
with the land. When you find the hurt 
bird, you must find the three items 
shown below to heal it. You must 


heal the bird to progress towards the 
quill. 

The pine cone can be found near 
an evergreen tree in the forest. The 
walnut is the easiest one of them all 


P rm 
. 1. The pine cone © 1 
| ! 
o 


——————-——* 


2. The walnut 


3. The acorn 


| 
| 
| 


to find - if уои have found the bird 
you will find the walnut. Lastly, the 
acorn is located in a tree near the 
dangerous ruby tree. After you have 
gathered all of these items, you 
must find the place in the forest to 
use them. This area is in the dark 
forest with the big empty hole. 
Assuming you have found the 
empty hole, it is time to use some 
items that you have gathered. Throw 
the appropriate items into the hole, 


If you put the correct items in the 
hole in the forest, you will receive 
your first of many magical power: 
healing! 


and if you have done it right, you will 
receive healing, your first magical 
power. Now, go back to the little bird 
and use you healing ability on him. 


He will be so grateful, he will give 
you the quill you are looking for. 
Take it back to Darm and he will tell 
you another little story and inform 
you of where to find the proper 
stones to place on the altar. For your 
convenience, a list of the actual 
stones is provided below. 

The ruby can be found on the tree 
that attacks you with a snake. After 
the snake bites you, take the ruby 


2. The sun stone е 


4 The amethyst е 
w b ыза Ше e ТГ р 


` 1. The ruby 


3. The onyx 


quickly, then heal yourself with the 
healing power. The only clue you 
should need for the sun stone is that 
it is squeaky clean (NOTE: It is on 
this side of the bridge.) The onyx 
and the amethyst may be found in 
the open on either side of the bridge. 
After you have gathered all of the 
jewels, go to the altar and place 
them on top. Oops! Did you see 
flames? The stones go in a certain 


er for yourself. It can be found by 
saving your game and retrying in dif- 
ferent configurations. You can 
always guess; there are a limited 
number of combinations. When you 
get the correct order, you will be 
rewarded with a magical flute. Try 
playing, and then play it again. Go 
back to Darm (for the last time) and 
follow his instructions to the cave. 
So you walked into the cave and 
the bad little guy killed you, eh? Do 
not worry; all you have to do is take 
the knife that he throws at you, and 
throw it back at him, and he'll flee. 
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Even if you tried this earlier and 
failed, you will be able to do it now. 
Malcolm will run away, sealing him- 
self in and sealing you out of the 
cave. You should know what to do to 
get the ice wall down. If you do not, 
just whistle a tune, and wish it away. 
This is one of the hardest parts of 
the game. When you enter the cave 


Malcolm, the evil jester, is build- 
ing an ice wall before your eyes. 


You're faced with a wall of ice. 
How will you get to the other 
Side? Choose wisely, Brandon! 


you will be overwhelmed with the 
sights. When you go in, there are 
not too many choices where to go. 
The map in the middle of this page 


gives you almost the entire solution 
to the maze. The first thing you have 
to learn about is the red rooms. The 
plants in these rooms will allow you 
to see throughout the maze, giving 
you the light you need to keep 
going. Beware, the light will only 
allow you to move a maximum of 
four spaces before you need more. 
After you move the four spaces, 
your plants will fizzle out, leaving 
you in the dark, and helpless. When 
this happens, you will die! When you 
find the trap, (and you will) this 
means there is no turning back, so 
look at the two items hanging from 
the ceiling. This will give you a clue 
as to what you have to find to get 
out of the cave. If this is not enough, 
make sure you go to all of the 


spaces with the big red "R." One of 
the first places to go is the temple. 
When you enter the temple, you will 
see two clouds of purple haze. Talk 
to one of them, and they will tell you 
their story. It is up to you to find the 
item that will set them free. Releas- 
ing them will give you your second 
magical ability; that of flight. The fol- 
lowing is a list of items you will need 
to complete the section. 

First, you will need the rocks. You 
will find the obvious ones rather eas- 
ily, but there is one in particular that 
is hard to find and is not on the map! 
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To find it, solve the riddle below: 

"| am in the background. Some- 
times at night, although I can be 
seen in the day, if the sky is just 
right. The glistening that you see 
will point out the way, but in the 
place I hide, there is no need for 
light." 


1. The moon stone e : 


2. The coin 


3. The scroll 


4. The rocks 


Keep in mind what you are looking 
for and you shall find it. 

The next item you should be look- 
ing for is the coin. It is not that diffi- 
cult to find, so just look around. This 
is the nice thing about being blocked 
in by the trap: you know all of the 
items have to be in here! After you 
find the coin (this is assuming you 
have all of the rocks), go back to the 
trap and throw the rocks into the 
basket, but do not get cocky or you 
may never leave this place. 

Now that you are out of the cave, 
look in your inventory. If you have 


the coin, proceed to the wishing 
well. Now that you are here, throw 
the coin in the well, and you will 
receive the moon stone. This will 
allow you to enter the temple and 


Be careful throwing the rocks, or 
you may never get out of the 
deep, dark cave. 


release the purple hazes and give 
you the power of flight. When you 
get to the temple, place the moon 


There is only one thing you can 
do with a wishing well, so toss in 
the coin you found and see what 
happens. 


stone in the empty hole, and the 
power of birds will be yours. You will 
now be able to float over the chasm 


with the light. Now you are on your 
way to meet the girl that Darm told 
you to see. 

Walk to the right, and when you 
wake up, you will see her. She will 


At the temple in the cave, place 
the moon stone in the empty slot, 
and receive your second magic. 


tell you a rather lengthy, funny story, 
then instruct you to go fetch some 
magic water from the fountain. 


DU Sulit 


Finally you have reached the 
other side of the dreaded caves. 
Is the grass greener on this side? 


When you get to the fountain, you 
will find that your little old pal Mal- 
colm will already be there. Once 
again, he will try to be funny, taking 


away the magic of the fountain. Go 
back to the house, and tell her what 
happened. She will say she still 
needs the magic water. Your first 
inclination will probably be to go get 
water from the stream on the other 
side, because it is easily accessible. 
However, she will not accept water 
from here, so do not bother to try 
and give it to her. 

Next, you will see the burning 
bush. If you offered water from the 
stream and were rejected, you may 
think that it will do the trick on the 
blazing foliage in front of you. Wrong 
again! There is no reason to go back 
and get the water. The fire that you 
see is magical and water will not 
affect it. Look at your scroll that you 
received from Dram a while back. 


Remember what it did when you 
tried it before - you got a cold shoul- 
der. Try using it on the fire. It will 
douse the flames and you will have 
the missing piece of the fountain. 
Get the magic water, and she will 
need fresh blueberries. Get them, 
and she will be gone on your return! 

This leaves you in a seemingly 
tough spot. However, moving the 
carpet will reveal an important clue 
as to where she disappeared. Find 
out where the trap door leads! 

Good luck, and enjoy the rest of 
Kyrandia! -Rick Zalud 
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The prophecg of Ragnarok 
ıs Fast approaching. ALL ıs as 
predicted. Thor has lost his 
hammer, Mjollnir, Ip the danz 
serous lLabgrinth of Gronr. 
Datder's soul is trapped 6g 
pela and can оріу be freed 
by presenting the soul of 
Thokk to the demoness. Tyr 
has lost his arm in his 
attempt to chain Fenrir, the 
wolf. Odin’s spear Gungnir 
has been misplaced and 
fereyr’s sword is in the hands 
of his enemies. Worst of all, 


beimdall’s horn, used to 
warn the gods of the 
approaching danger, has 


been turned into the serpent 
Aspenth. Qnlg gou, as a 
human interloper, can save 
the gods. jf you can rescue 
Datder, find the weapons of 
the gods and find ap arm for 
Tyr, the fate of Rasnarok 
can be irrevocably changed. 


CLASSES 


Ragnarok has six different charac- 
ter classes. In the course of the 
game, a player is likely to go through 
at least four and possibly all six of 
the classes. However, each class 
has specific advantages and disad- 
vantages upon starting. All charac- 
ters start the game with a food 
ration, a potion of curing and the ring 
of soul trapping. 

Alchemists begin Ragnarok 
with hit points in the mid-20's 
and a strength of 14. Alchemists, 
upon reaching the tenth level, have 
the ability to mix potions to make 
new magic creations. They begin the 
game with decent armor and 
weaponry as well as five potions. 
Blacksmiths are one of the 
BM more physically apt classes, 
beginning with hit points in the low- 
30's and a strength of 17. Upon 
reaching tenth level, blacksmiths 
can forge weapons and other items 
from raw materials. Blacksmiths 
begin the game with a silver sword, 
magical scale mail and an ingot to 
use in creating items. 


Conjurers begin with hit 
points in the high-20's and a 
strength of 10. With experience, 
conjurers learn the arts of casting 
spells, teleportation and fenneling, 
which is making one powerful wand 
from two or more. They start Rag- 
narok with very few items and little 
armor. While conjurers become very 
powerful, beginning the game as 
one is not recommended for people 
not ready for a serious challenge. 
Sages have the fewest hit 
points to start out and have a 
Strength of just 12. However, upon 
reaching tenth level, sages acquire 
the ability to rewrite scrolls. All that 
is necessary for this skill is a stylus, 
with which the sage begins the 
game. Sages start Ragnarok with 
the most items, including four 
Scrolls, a wand and the stylus. 
a Vikings are the physically 
strongest class of character. 
They start the game with hit points 
close to 40 and 18 strength points. 
At higher levels, vikings get excel- 
lent weapon skills and often get two 
attacks per round. Vikings have little 
to start with besides a magical mace 
and armor. 
Woodsmen begin with good 
hit points and a strength of 16. 
As the woodsman progresses, his 
learned skills will include fletching 
(creating arrows), taming animals 
and terraforming. The woodsman 
starts with both a crossbow and long 
bow with magic projectiles for both. 
MAGIC rems 
Magic items play a major part in 
Ragnarok. There are some items, 
like scrolls of identification, that will 
appear frequently while others will 
be harder to find. Also, there are 
Some solitary items. 
Perhaps the most useful item in 
the game is the wand of wishing. 
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With this item, 
you can get some 
very useful rings, 
wands, armor and 
weapons. The 
wand is limited, 
however. You will 
not be able to 
wish for the one- 
of-a-kind items. 

Another useful 
tool is the red bag. This allows you 
to carry an additional 127 items in 
your inventory without adding on the 
weight of these items. This is very 
useful when you are nearly full on 
your regular inventory and you find a 
cache of useful items. 

Scrolls of knowledge can be used 
to gain a variety of skills. If you read 
a scroll of knowledge before acquir- 
ing the basic skill of your class, the 
Scroll will give you that skill. For 
example, if you are a fifth level sage, 
a scroll of knowledge will grant you 
the skill of writing scrolls. Other 
important skills to be gained are 
swimming, terraforming, mind con- 
trol and levitation. 

Diamond needles, which can be 
found around Borgon Viles, give the 
wielder psionic abilities. When a 


You have constant access to 
your map of the world at any time 
in Ragnarok. As you progress 
through the game, you will find 
yourself covering more and more 
area on the tree. 


character picks up a diamond nee- 
dle, each one inflicts between 21 
and 28 hit points of damage. 


Your FIRST Cask 


In Ragnarok, the most important 
thing to accomplish first is to 
become as physically powerful as 
possible. To tackle some of the 
quests, you must be very strong, 
have a very good armor class and 
have numerous hit points and abili- 
ties. With a couple of exceptions, do 
not even attempt one of the major 
quests until you are at least 35th 
level and have the skills of writing, 
dimension travel and teleportation. 

The best way to get stronger is to 
kill creatures. When you begin in the 
village, not many of the creatures 
will give you trouble. Bears are the 
exception. Until you are fifth level or 
so, bears will prove a very large 
obstacle. Every time you kill a crea- 
ture, take a look at the items it 
leaves behind. Always seek to 
improve your weapons. Shurikens 
and katanas are the best weapons 
to have. Battle axes, boomerangs 
and silver swords are also useful. 

You should also always look to 
increase your armor class. Armor 
class is very flexible in Ragnarok. It 
is possible to reach an armor class 
in the negative 900 range, so be on 
the lookout for powerful rings of 
agility and miscellaneous armor 
items. Bracers, greaves, leather 
boots and gorgets will add to your 
armor class regardless of the type of 
armor you wear. 

The other way to become powerful 
is through the use of magic items. 
You start the game with the ability to 
distinguish a few potions, scrolls, 
wands and rings. Others that you 
find will be unidentified. Instead, 
each will have a description. For 
example, you may find a treasure 
hoard that contains a potion of cur- 
ing, an ancient scroll, a maple wand 
and an onyx ring. If you are daring, 
you can try out the unidentified 
items. A wiser move is to keep a list 
of the items you have identified and 
refer to it. In each game of Rag- 
narok, the descriptions of the magic 
items will be changed. However, 
within each game, the item descrip- 


tions will remain constant. Thus, if 
you find an ancient potion and dis- 
cover it to be a potion of depreda- 
tion, any further ancient potions will 
be referred to as potions of depreda- 
tion. If you identify items and then 
die, the descriptions will remain the 
same the next time you play if you 
have a permanent back-up. 

It is tempting to use a scroll of 
identification immediately upon pick- 
ing one up. This scroll will explain 
one unidentified item in your pack. A 
better plan, however, is to wait until 
you have a number of unidentified 
items. If you read a scroll of blessing 
on a scroll of identification and then 
read the blessed scroll of identifica- 
tion, it will identify every unknown 
item in your pack. This tactic can 
save you a number of headaches 
when you have twelve unknown 
items and only two identification 
scrolls. 


To rescue Balder, you must 
bring the soul of Thokk to Hela. 
Thokk the Giantess lives in the 
south-eastern region of the forest. 
Wear the ring of soul trapping 
when you attack her. When her 
soul fills the ring, remove it and 
DO NOT put it on again! If you do, 
the ring will trap a new soul and 
you will not have Thokk's soul to 
trade for Balder's when you find 
Hela in Niflheim. 


habits wear rina. 


Potions of experience will add to 
your levels until you reach level 25. 
After that, drinking a potion of expe- 
rience won't affect your levels. How- 
ever, they are still worthwhile, 
because each one you drink will add 
on to your hit point total. In some 
cases, a very high level character 
drinking a potion of experience can 
have over 1,000 hit points added on 
to their permanent total! 

Another thing to look for early in 
the game are weird fumes. These 
creatures live in the forest surround- 
ing the village where the game 
starts. Do not attack the weird fume. 
Instead, let the fume envelop you. 
Each time this happens, a number of 
occurrences are possible. First, the 
fume may change your gender. This 
does not affect the outcome of the 
game. Second, the fume could pour 
droplets of acid on you. If you are 
not immune to acid, this can cause 
severe damage. Third, the fume 
could cause your brain to throb. This 
will cause you to be confused at ran- 
dom intervals throughout the game. 
For each time your brain is 
throbbed, you must consume a 
blessed potion of curing to avoid 
confusion. Fourth, weird fumes can 
cause you to grow extra fingers. 
This allows you to wear more magi- 
cal rings. You can have up to 16 fin- 
gers. Fifth and finally, the weird 
fume can cause you to grow an 
extra eye. You can have up to five 
eyes, and each one gives you a bet- 
ter percentage to hit in combat. 
Carry a number of blessed curing 
potions and wear a ring of crystal 
skin to protect you from the acid. 
Weird fumes are relatively rare, so 
when you find one, get the most you 
can from it. 


Near Thokk, you will find a stair- 
case down to the dungeon. 
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SURVIVAL OF The 
FITTEST 


It will not always be easy to sur- 
vive in Ragnarok. However, there 
are a number of tricks you can use 
to make your life much simpler. 

Perhaps the best characters to 
start the game as are the sage and 
the alchemist. Since sages start the 
game with a stylus, there is no need 
to find one later on. The sage's skill 
of rewriting scrolls is extremely use- 
ful. Any useless or cursed scrolls 
you find can be turned into some- 

` thing helpful. This is very handy 
when you have the wand of wishing 
and need to recharge it. 

The alchemist's ability to mix new 
potions is also very beneficial. This 
is the only way to acquire certain 
skills, including Dimension Travel 
and Second Life. A good plan is to 
start the game as a sage and switch 
to alchemist at the first opportunity. 

When you find the scroll of trans- 
port, guard it with your life! This is 
the only way to get to the bazaar. 
The bazaar is basically the depart- 
ment store version of the small 
shops you will find in the game. 
There are eight huge sections of 
merchandise from food to rings and 
armor to wands. Often, you can find 
the magic items you need in the 
bazaar. When you become powerful 
enough and have an armor class 
around -300, you can attack and kill 
the shopkeepers in the bazaar. If 
your armor class is low enough, they 
will not be able to hit you. When they 
are dead, everything in the bazaar 

becomes your property. Note, how- 


as E 4 10 š 
Hitting a Ranger with a hand-held 
weapon will cause another 
Ranger to appear. Be careful, or 
you will soon be surrounded! 


ever, that doing this will cause 
Rangers to attack you. 

Always carry a potion of mead and 
a scroll of blessing. Drinking mead 
will confuse you for about 40 turns. 
Most of the time, if you read a scroll 
while confused, the effects are high- 
ly detrimental. However, if you read 
a blessing scroll while confused, the 
Scroll will bless multiple potions and 
scrolls in your pack. Since this 
increases the effectiveness of these 
items, this is a very beneficial tactic. 
Be sure that when you do this there 
are no dangerous creatures in your 
vicinity. A good place to perform it is 
at the bazaar. If you are a sage, you 
can rewrite a number of scrolls into 
recharging scrolls, drink the mead 
and read the scroll of blessing. The 
wand of wishing can only be 
recharged by recharging scrolls 
blessed in this way. 

If you have the wand of wishing 
and the power of Dimension Travel, 
go to Azare's Plane immediately. 
Azare's Plane can be reached by 
stepping off a disk in the yellow area 
of the Crossroads (reached by using 
Dimension Travel). On Azare's 
Plane, you will find a number of 
green pools. Each one will make a 
different type of potion. As an 
alchemist, this will allow you to make 
multiple potions of alchemy. With the 
wand of wishing, you can acquire 
additional vials to use in making 
potions. 


Walk to the yellow area of the 
Crossroads to reach Azare's 
Plane. Be sure to bring as many 
empty vials as you can. 


Since holy water raises your luck 
and your luck limits the amount of 
items you can wish for with the wand 
of wishing, create as many potions 
of holy water as you can on Azare's 
Plane. Confuse yourself with mead 
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and read a blessing scroll. Then 
drink all of your holy water. This will 
raise your luck, allowing you to wish 
for a greater number of empty vials. 
Repeat this process until your luck is 
at the maximum score of 100. Then, 
use the wand of wishing to wish for 
+100 mithril mail, a +100 mirror 
shield, +100 bracers, +100 
gauntlets, +100 leather boots, a 
+100 gorget and +100 greaves. 
Your armor class will be nearly 
unstoppable. You can also wish for 
a +100 katana for attacking power. 

You will need a scroll of enchant- 
ment to create a glass ocarina and 
another to make a platinum anvil. 
Other scrolls of enchantment can be 
used to greatly enhance your armor 
or weapons. Each one adds as 
much as +10 to an item. 

Wear multiple rings of regenera- 
tion. This will allow you to recover 
your hit points very quickly. 

When you find scrolls of extinction, 
get rid of the following races: 
Zardons (which attack from a great 
distance), Sandiffs (which can 
destroy items), Pelgrats (which draw 
charges out of wands) and Red 
Oozes (which cannot be hit by com- 
bat weapons). Remember that each 
time you use a scroll of extinction, 
you will be attacked by Rangers. 

Eat the first Anssk you kill. This 
will give you a sixth sense that will 
allow you to see creatures if you are 
blinded. Do not eat white, mottled or 
yellow mushrooms, Gorms, Blood- 
slugs, Fyleisches, Corpses or 
Wights. Do eat green mushrooms, 
dead Hel Dragons, Wraiths, Fire 
Dragons, Ice Dragons, Brelors, Blurs 
and Draugrs. Never eat dead Knilbs 
or Nymphs. These creatures cause 
you to randomly teleport for the rest 
of the game. 

Finally, remember that every area 
you need to find is accessible 
through normal means. However, it 
is often much easier to go to the 
Crossroads via Dimension Travel 
and step off a disk in the corre- 
sponding color. Some colors in the 
Crossroads lead to several areas. 
Trial and error is the best way to 
determine which color leads where. 
Only Bifrost and Asgard cannot be 
reached this way. -Steve Honeywell 


CENT ni 
» tunk he 


e play: i 

rategy game of world conquest. And an explosive action gam 

“of battle between cybernetic juggernauts. Each player starts off 
with money and a country. Build capital structures, fortresses 
and factories for constructing giant cyborgs. Then deploy your 
army and conquer! During combat, slug it out in true arcade 
fashion, blasting enemy cyborgs with lasers, neutrino cannons 
and missiles. Or ask the computer to resolve every battle 
quickly. Either way you'll have a blast. After all, you get to 
play with money, big toys and absolute power. 

You'd have to be a cyborg not to. 


The Two Towers picks up where 
The Lord of the Rings, the first 
game, left off. Due to the misguided 
actions of Boromir that resulted in 
his own death, the members of the 
Fellowship have been broken up 
and scattered around the country- 
side. 

Merry and Pippen have been cap- 
tured by orcs and are being taken to 
Isengard, the fortress of Saruman, 
the renegade wizard. At the same 
time, Aragorn, Legolas and Gimli 
find themselves embroiled in a fierce 
battle with a slavering band of orcs. 
Meanwhile, Sam is accompanyin 
Frodo, the Ringbearer toward 
Doom and the anticipated d 


The bloodthirsty orcs seemed 
be everywhere, but the stout-heart- 
ed ranger, Aragorn, had faith in the 
prowess of his companions. Sure 
enough, short moments later, all of 
the foul creatures lay dead or dying 
on the ground around the trio. Find- 
ing little of interest on the bodies, 
they continued to follow the trail of 
their taken comrades to the north. 
Travelling swiftly, they soon came 
upon the huge forest of Fangorn. 
Finding a path leading north into the 
dense woods, the three friends con- 
tinued on their way. Suddenly, a 
majestic vision of Saruman 
appeared right in front of them, but 
before they could react, it disap- 


№. they 


n had an unexpected efigounter: 
old man wandering the forest. 
Somewhat suspicious by the vision 
hey had experienced Previdusiy. 


Aragorn questioned the old man 
about Saruman. In a flash of magical 
energy, the aged apparition dišap- 
peared, to be replaced by a white 
garbed Gandalf. Happily reunited, 


| Luck: 75. Will: 80 


mrades continued gn their 
way with the knowledge that their 
S nd were safe for the time 
being: 

Southwest of the,forest they found 
themselves approaching the village 
mnet. Following. a-fecent 
cs, the town 
was in shambles. Nearby, the widow 
of Harca, the slain town leader, was 
aiding the villagers to recover in her 
husband's place. Upon sighting the 
companions, the bereaved woman 
became almost openly hostile. Leo- 
fyn explained to Gandalf that the 
people of Estemnet would aid no 
outsiders until they had proven 
themselves by completing a 
weregild. The three conditions of the 
weregild were to return to her son, 
Harca's sword and a bag of gold 
stolen by the attacking orcs. 
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North on Estemnet in a scorched 
forest, Gandalf and the others found 
the,camp of a large band of orcs. 
Sneaking quietly around the area, 
they were able to avoid detection 
until Only a few orcs remained. They 
quickly jumped the orcs with the 
stolenjsword and after a brief skir- 
mish the prize was theirs. A cap- 
tured uruk informed them that the 
gold had been taken from him by a 
snagd who had fled to the north. 
Using Aragorn's ranger abilities, 
Wes a second trail leading 
intorFangorn. The snaga's trail led 
off'to the west, but the sounds of 
battle led the party off to the east. 

` At the scene of conflict, an armed 
man was holding back a band of 
orcs with some help from a woman 
who was also wielding a sword. 
Rushing to the young couple's aid, 
the four attacked the orcs from 
behind. Together, they soon elimi- 
nated the threat. After regaining his 
breath, the man (who was Harding, 
son of Leofyn) thanked the heroes 
profusely for their timely interven- 
| am | Harding 

` Dex: 55 End: 22 

; Life: 22 Str: 24 

¦; Luck: 58 Will: 55 


Folwyn 
Dex: 55 End: 18 
Life: 18 Str: 20 
4 Luck 50 Will: 55 


tion. Harding and his beloved, Fol- 
wyn, also agreed to aid the party 
until they returned to Estemnet. 
Retracing their steps, the group 
found the missing gold to the west. 
East of the village, the adventurers 
met an old horse trainer named 
Heof. He promised to teach any 
member of the party how to ride like 
a Rohirrim if they would destroy an 
evil shrine that was befouling the 
waters of a sacred pool to the east. 
The heroes gladly agreed to perform 


this task and were told thal/it could 
only be done at night. When dark- 
ness fell upon the Iánd, they 
approached the shrine@nly to be 
driven back by six bagfow wights 
who guarded the black*Structure. A 
hard-won victory followéd the fierce 
fight, and soon thegaltar was 
smashed into small fragments. 
South of the pool was a small 
Mearas colt. Demonstrating his 
newly learned riding skill, Legolas 
tamed the colt and led him to the 
pool to drink. \ 

This done, the waters ofjthe pool 
became clear and clean once more. 
While travelling southeast fróm the 
pool, tracks of horses and orcs Were 
discovered by the adventurers. Fol- 
lowing them led straight to two 
bands of orcs who were trying to 
round up some horses. The hardy 
members of the Fellowship quickly 
put the foul humanoids to flight and 
released the noble steeds. 

Remembering the important task 
that they needed to accomplish, the 
companions headed west to inter- 
cept Saruman's messengers from 
reaching Isengard. They found them 
by moving southward, keeping the 
western mountains in sight. With the 
group of evil messenger orcs defeat- 
ed, the party turned their eyes to the 
south and Edorus. They had faced 
many dangers, but weren't finished. 


The Dead Marshes 


Frodo, the Rin r 
Dex: 60 End: 16 


Life: 16 Str: 8 
Luck: 60 Will: 90 


Sam. 
Dex:52 End: 15 
A Life:15 Str: 8 
ARS Luck:56 Will: 75 
While Aragorn's party was wan- 
dering Eastern Rohan aiding the 
survivors of the orc attacks, Sam 
and the Ringbearer were approach- 
ing the Black Gate and Mordor. Col- 
lecting-the items given to them by 
thie beauteous Galadriel, they head- 
ihe.gliffs. After a shol 


In the middle of the Dead Márshes 
Gollum_ 

АЛ ДИ Dex: 60 End: 19° 
ку, Life: 19 Str: 10 | 
NO Luck: 38 Will: 40| 


the hobbits discovered a path 
marked by burning flames leading 
across the swamps. Frodo de@ided 
to start at the west end and work 
their way east, in hopes of finding 
'spmething important. At thé ninth 
flame on the north side she felt 
something calling him Я. Using 
this feeling as a sort of beacon, he 
found himself and his companions 
tumbling into опе ї the many sipk- 
les found throughout the swamp. 
sinkhole»was home to 
dier cursed to 


remain in the swamps until the spirit 
of a Gondor soldier was put to rest. 
He told his unexpected visitors that if 
they would ease the restless spirit 


with the spirit key, he could leave. 
Despairing for any time taken from 
his quest, Frodo nevertheless could 
not turn down the desperate elf. And 
So, they climbed from the sinkhole 
and headed for the Towers of Gul- 
wathdel where the spirit key was 
being kept. The tower was to be 
found at the end of the path of lights. 
Gollum needed a lot of encourage- 
ment to enter. Within the tower was 
a huge cube of the deepest dark- 
ness. The main floor also featured a 
locked door and stairs leading up 
and down. The attic contained noth- 
ing of interest except some rather 
aggressive bats. They soon realized 
that the true heart of darkness was 
to be found in the basement. Here, 
the cube dominated the majority of 
the room and its obsidian depths 
ulsed wickedly. Frodo cautiously 
Iked around the cube trying to 
discern its nature, when suddenly he 
was dragged onto its surface. The 
inkyjvoid within was without any fea- 
ture except Gulwathdel, the vampire 
who Called it home. Had it not been 
for Galadrial's phial, the brave Ring- 


tly, leaving the spirit key 
. Tightly grasping their prize, 


into the dim light of the tower 
ement. There, with the help of 
thé key and some charisma, they 
were able to talk Gilglin, an elven 
prisoner they had discovered, into 
joining them. 


Gilglin 
Dex: 55 End: 16 
Life: 16 Str: 17 
- | Luck: 45 Will: 55 


On the way out, Frodo unlocked 
the door on the first floor. Inside the 
room was an almost palpable stench 
of evil. This was the room in which 
the vampire had practiced his black 
arts. In the corner of the room, 
across from an unholy altar, was a 
cauldron filled with blood and the 
wailing of lost souls. Once again the 
phial of Galadrial came in hardy, as 
Frodo used it to free the souls from 
their eternal bondage. 
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As they were leaving the area of 
the tower, Frodo recalled Nendol's 
words: "With the coming of night, the 
council of spirits will commence. To 
find it, you will have to go south from 
the second south light starting at the 
western end of the path. There you 
can find Vorondur. Give the key unto 
him and we shall all be free". 

After following these instructions to 
the letter, the mismatched trio 
returned to give Nendol the good 
news. In his gratitude, the joyous elf 
gave them a number of items to aid 
their quest. 

Having done what his conscience 
demanded, Frodo set off at a deter- 
mined pace toward Mordor. Trying 
to make up for lost time, the four 
moved swiftly and soon found the 
selves upon the desolate landsi 
of Dagorlad, the Battle Plain. 
all of their sneaking ability, t 
some stealthily moved ac 
blasted surface avoiding g 
orcs. Frodo had originall: 
to cross into Mordor t 
Towers of the Black Gat 
Gollum's insistence that 
secret way convinced 
the heavily patrolled are 
south to Ithilien. 


I Merry. 
= 4 Dex: 62 End: 16 
З Life: 16 Str: 8 
: Luck: 52 Will: 65 


Meanwhile, having escaped from 
their capturers, the young hobbits 
Pippen and Merry wandered deeper 
into Fangorn Forest in search of aid. 
Their trek northward was uneventful, 
interrupted only by the crossing of a 
bridge, until they reached a point 
where the trail met a T crossing. 
There they flipped a coin and decid- 
ed to go to the left (westward). As it 
turns out, this was a fortunate deci- 
sion. Not long after going in that 
direction they came upon a large, 
walking, talking tree who called him- 
self Treebeard. Treebeard was an 


W 


ent, one of those beings known as 
the Shepherds of the Trees, who 
watched over Fangorn. When the 
hobbits had travelled back to his 
home and related to him their tale, 
particularly about Saruman, the gen- 
tle giant was angered. He declared 
that this was a cause to call an Ent- 
moot, a meeting of ents, to deter- 
mine what to do about the situation. 
When they arrived at the Entmoot, 
Treebeard turned the care of the 
hobbits over to a younger ent named 
Quickbeam. He was to watch over 
them as they went and got word 


Quickbeam_ 
End: £5 


an untouched part o 


cient tree people. Travelli 
and then north across the b 
he three followed the eastern 
of the forest until they encoun 
an ent named Longroot. He ag 
to guide the friends to any perso 
place of the forest. When they as 
about Entwash he immediately 
them to an area where the river 
flowing calmly by the bank. 

this quiet area was polluted b 
foul touch of orcs. However, thi 


m 


arrived, they 
were able to wake him with little diffi- 
culty. Next, Longroot led the way to 
Skinbark. Delivering the water to him 
proved to be a bit more difficult. As 
they approached, they found him 
under attack by axe-wielding orcs. 
After slaying all but one of the orcs, 
the hobbits used the water to fully 
wake Skinbark. They then turned to 
the remaining orc and questioned 
him about his mission. Despite his 
stubbornness, they were able to find 
out that the orcs had a barracks just 
a bit to the south. Despite the seri- 
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ousness of the Entmoot, Pippen and 
Merry decided that they should do 
something about the orcs before 
they had the chance to do irrepara- 
ble damage to the forest. Heading 
south and a little east, the travellers 
arrived at an area that was appar- 
ently a dead end. However, thanks 
to the keen perceptions of Merry, 
they found a secret path to where 
the orc barracks were hidden. At the 
southernmost point of the area was 
a small group of orcs burning trees. 
Caught by surprise, they quickly fell 
to the assault of the Fellowship 
members. Then, with Quickbeam's 
aid, the hobbits managed to get the 
flames under control. Behind them 
they discover a very grateful ent 
named Twiglate who gladly joined 
the companions. Together, they 
feated the orcs in the barracks 
аңа came out of it with some extra 
armor and weapons. 

Wandering around the paths of 
orn on their way back to the 
noot, the adventurers found 
Ives faced by the spirit of an 


t northwest of the orc bar- 
Such a sad story could not 
ove the foursome, and they 
ed to help. To enter the ruins, 
companions needed to locate 
Entwash source chamber and 
a sample of the source water. 
hey then were required to use this 
water on the tree stumps found in a 
different room. Exiting this group of 
ruins they followed the northern 
paths of Fangorn until they detected 
another overgrown area of ruins. 
Here they planted the епіѕеес they 
had acquired and watched in 
amazement as it grew into a huorn 
guardian. Careful searching 
revealed a hidden door to the north- 
east, through which the four passed. 
They took a sample of the water in 
the fountain and sprinkled it inio the 
Entwash from the center of the 
bridge which crossed it. Then the 
two pairs of heroes received the 
tanks of Linandel and his promises 
of instant healing. It was now time to 
return to the Entmoot. -Alex Flees 
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Your goal in Utopia is to help one 
of Earth's distant colonies to prosper 
and expand until it is a virtual par- 
adise. While attempting to do this, 
you will confront the alien race that 
is attempting to settle the other side 
of the planet. This is by no means 
your only problem. You will also find 
it necessary to keep up with the 
growing demands of your colonists 
as the population expands to fill the 
vast expanse of the planet's surface. 
If you do not meet the various needs 
of your growing community, you may 
quickly find morale and quality of life 
plummeting. The ultimate goal is to 
raise your quality of life to above 

80%. You can continue beyond this, 
but once you have achieved this 
level, you have more or less mas- 
tered that scenario. 

The first key to conquering Utopia 
lies within the knowledge and effec- 
tive usage of the tools at your dis- 
posal. These tools are your advi- 
Sors, industry, finance, spying, map 
and build. They all appear on the 
main icon sidebar for quick and easy 
accessibility, 

There are several features that are 
not used often, but are very useful in 
some situations. The markers (num- 
bered 1 through 8) can be useful for 
a couple of things. You can use 
them to mark the position of a 
deposit of ore or fuel from the map 
screen, so that you know where to 
place your mines. They can also be 
used to send ships or tanks to a par- 
ticular area. Other features which 
are useful, but you hope are never 
used, are the warning indicators. 
These will tell you when you are not 
meeting the current demands for 
food, oxygen or energy. There is 
also an event indicator which will 
take you to the location of special 
events, such as a mine collapsing so 
you can clear the rubble and rebuild 
if you wish. When you need to clear 
an area of rubble, space moss or a 
building that you no longer want in a 
particular place, you will need to use 
the demolish command. Clear away 
rubble as soon as DM to DE 


m 


In the vast, chilled depths of space there are many 
planets which do not possess indigenous life. Beneath 
the wind-swept plains of these worlds lie the tiny seeds 
of great potential. These seeds await the arrival of sen- 
tience to help them to grow. With the proper guidance 
and nurturing, they may come into full bloom and the 


flower of potential will break forth in glorious color. The. 


P? 


nourishing influence of wise leadership can aid the 
seeds in taking root and growing into a chance for... 


Konami Presents 


UTOPIA 


vent the quality of life from dropping. 
When not in either build or demolish 
mode, there will be a big red i in the 
top corner of the screen. This indi- 
cates that you are in information 
mode. Using this will let you identify 
any building or vehicle that you click 
on. You can also access special 
functions like giving orders to tanks, 
calling a sporting event, or changing 
the birthrate at a hospital. 


THE MAP 


The map is a very good tool for 
getting an overview of the play area. 
From here you can look at your 
entire colony, radar coverage, power 
generator and weapons. You can 
also use this perspective to find 
incoming enemy units under your 
radar coverage. Deposits of 
resources such as fuel and ore can 
be seen from the map once they 
have been detected. This will give 
you an idea of where to place your 
mines and chemical plants. 
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Finance . 


Finance is another important 
aspect of running your country. You 
have to be careful and make sure 
that you are balancing your expendi- 
tures with your income. The majority 
of your money will come from taxes, 
although you may receive some 
from support from Earth and the 
trading of goods. If you are in need 
of cash, you may want to consider 
raising the taxes. Be careful, this is 
almost sure to affect your quality of ` 
living. Conversely, if you are receiv- 
ing more than you need, lower taxes 
and reap the rewards of having 
happy people. 

Eventually, you will probably get 
your allowance cut off form the 
home world. You should save up a 
sizeable nest egg for this contingen- 
cy to cover emergencies. 

The largest portion of your money 
will go toward the construction of 
new buildings as you need them. 
However, you should also be puttin 
money toward civilian or milita 
research grants. Keep an eye on the 
amount remaining and add to it peri- 
odically. (Letting your grants run out 
will slow down research.) 

Spying 

The planets you are colonizing are 
not quite as desolate and deserted 
as they first appeared. You soon dis- 
cover that you have neighbors, and 
not very friendly ones at that. In 
order to keep ahead of them, you 
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Quarx 
Supreme Commander 


Robert Damien 
Financial Consultant 


Kalrog Massimer 
Civil Engineer 


Max Angraq 
Head of Research 


Jenny Belvedere 
Senior Psychiatrist 


Jav Xebriz 
Colony Administrator 


The advisors are a helpful source of information that you should frequent- 
ly refer to. The three pictured above on the top row are not as important as 
the others, but you will still want to speak to them occasionally. 

Kalrog's function is to keep track of how many of each type of building 
you have within your colony. This saves you the trouble of counting yourself 
and may help you to decide when you need to add something, like another 
hospital. 

Robert keeps track of income and expenditure. Money from trade, colony 
support grants and taxes are all tallied against the cost of all of the build- 
ings you are constructing. He will warn you when you are spending more 
than you are receiving. 

Quarx is your warlord. He keeps track of how many of each military unit 
your currently have in your army. This includes tanks, ships, missiles and 
laser turrets. Quarx also keeps a running total of how many of your units 
have been destroyed and how many enemies were crushed while attacking 
your colony. 

Jenny is the advisor that you will want to check with most frequently. She 
has a wealth of information that you will need to run your colony smoothly. 
First, she will provide you with a total of all of the inhabitants of your com- 
munity and what they are doing. She makes reports on the birth rate level 
and how many people died and were born each month. Pay special atten- 
tion to the last bits of info she has. Watch the morale and crime reports 
closely for changes and act quickly when you see them, and make sure you 
keep the population density below 10096. 

Max may not seem to be as important as a couple of other advisors, but 


_ | you will still want to see him often. He keeps tabs on the scientific develop- n 
| ment of your expanding space city. That includes the number of labs and 


scientists, your current tech level, and how much money is left in the 
research grants. He will inform you of an approaching breakthrough and 
what the latest inventions are. 

Last, but far from least, Jav is the Colony Administrator. His job is to 
maintain up-to-date records on the needs, production and storage of vari- 
ous materials which are crucial to the functioning of the entire colony. 
Those materials include air, food, power, fuel and ore. If your store of any of 
the first three is being used up, you had better do something about it quick- 
ly, or you may just watch your precious city go the way of Atlantis and only 
make the history books as an archeological find! 
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will need to know what they are up 
to. Investing in some espionage is 
the way to accomplish this. By plac- 
ing a little money into your spy pro- 
gram (Below 5000 for low-level 
surveillance, between 5000 and 
20000 for normal and above 20000 
for special operatives) you can find 
out le information on the 
aliens with whom you share the 


Indust 

industry icon is very impor- 
ntil you are used to playing 
a, it can be quite easy to create 
a lab, hospital or mine and forget to 
assign people to work there. Eventu- 
ally, you may notice that you are not 


at can have technicians 
assigned will be able to hold ten per 
building. Filling all available posi- 
б will leave fewer people to be 

sed as workers for constructing 
b. lings. However, if you are able 
‘to build at least two or three build- 
ings T time, then you should not 
Worry. 


Once in M. M special event 
will occur which may affect your 
‘colony. At times, you will get a com- 
munication from Earth requesting a 
number of scientists and tanks. You 
do not have to comply. If you do not 

nd them though, you will be fined 
Es. amount of money by the 
Е government. It generally does 

ke too long to rehire scientists 
if you have a large population to 
draw from (although tanks take a bit 
longer to rebuild). If the fine will not 
put a noticeable dent in your cash 
res , it might be easier to just 
decline than to submit to Earth's 
request. Earth will also offer you a 
3W shipment of colonists now and 
then. If you're poor or having over- 
population problems, you should not 
them up on it. Doing this will 
you grow that much faster and 
оге manpower at your dispos- 
ou are not vigilant enough, 
y be informed that a 


olen from the colony S. 
ed security can preven 


producing any ore and have wasted _ 
va e time. Generally, all build- 


Disasters and accidents some- 
times occur due to total circum- 
stance. Flux pods may malfunction 
and cause some of your stored 
energy to be lost. ` w 
ly cave in and will cause a reduction 
in ore production. If you do r not 
immediately rebuild the mine, 
should reassign the miners. lt is pos- 
sible for one of your robotic tanks to 
go berserk and start shooting up the 
area around it. If you have other 
units in the area, you should try to 
get rid of it before it can cause too 
much mayhem. The planet itself can 
take a hand in making your life more 
uncomfortable. At times, the sun 
may be eclipsed by another heaven- 
ly body. If you have not prepared 
well, this can be rather incor 'enient. 
Without the sun, your solar | 
will not function and you ‘may be 
hurting for power. If you have some 
backup Power Generators you will 
be able to pick up the slack until the 
sun returns. x 


Buildings 

Nothing atfects your colonies 
growth as much or as directly as 
your ability to build new structures 
and facilities. The time it takes to 
build a particular structure is depen- 
dent on its type. Build the faster 
ones first before starting on the ones 
that take more time. Many buildings 
(Arms Lab, Chemical Plant, Mine, 
Ship Yard,Tank Yard, Workshop, 
Hospital, Laboratory and Security 
HQ) require the hiring of staff for it to 
function. If, for whatever reason, you 
do not need a particular building 
functioning at 100%, just reduce the 
number of people working there. 

Some of the edifices o ow to 
you are designed strictly for the pro- 


. duction of various materials. Arms ` 


Labs create weapons for all military 
pieces. When you are building 
tanks, be sure to have a number of 
labs working at full capacity so the 
production is not slowed down. 
Excess weapons can also be traded. 
The Chemical Plants produce fuel 
for space ships. Make sure that you 
are sitting on a fuel deposit and that 
there are fuel tanks nearby to hold 
the end product. Hydroponics and 
Life Support facilities provide pre- 


you — 
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Chemical 
Plant 


Arms 


Lab Centre 


Laser 
Turret 


Hydroponics Laboratory 


Missile 
Launcher 


Power 
Station 


Solar 
Panels 


Sports 
Complex 


cious food and air to the Colonists. 
You will need to build these fre- 
quently to keep up with growing 
needs. Mines are placed on ore 
deposits so that they can obtain 


- materials to build tanks and space- 


ships. You can also trade any stock 
of ore you have for additional 
income. Power Stations and Solar 
Panels transfer energy to the differ- 
ent buildings throughout the colony. 
Solar Panels are cheaper and quick- 
er, but they only produce 1/25 as 
much power. Solar Panels also are 
susceptible to shut down during an 
eclipse. Ship and Tank Yards pro- 
duce military units. Tanks are built 


one per 2-3 months, while ships are. 


dependent on their type. Both yards 
require arms and ore. Ships will 
need a nearby launch pad to be 
placed on and fuel tanks as well. A 
Workshop's only purpose is to make 
Tech Goods for trading. 

Other structures are only used for 
storage. Flux Pods store excess 
energy. Since they also determine 
where other building can be con- 
structed (all buildings must be within 
twelve squares of a u you 


Command 


Flux 
Pod 


Hospital 


Living 
Quarters 


Radars Scaffold Security 


Workshop 


should spread them as far apart as 
possible. Fuel tanks store (you 
guessed it) fuel, and should be 
placed near Launch Pads. 

There are other buildings which 


^ are equally important to your colony. 


The Command Centre coordinates 
many of the functions of the commu- 
nity. It is wise to have at least one 
backup in case it gets destroyed in 
an attack. Hospitals prevent dis- 
ease, aid morale and reduce deaths. 
They also let you control the birth 
rate. Research takes place in Labo- 
ratories. With enough scientists and 
a significant research grant, the labs 
will produce inventions which can be 


e useful. Use Laser Turrets and 
i 


issile Launchers to protect your 
perimeter from enemy attack. Living 
Quarters are where your people 
reside. When your population densi- 
ty gets too high, build more to pre- 
vent overcrowding. When crimes 
begin to occur, a couple of Security 
HQs can restore order quickly. 

Over all, the best advice is to 
anticipate the wants of your colony 
and fulfill them before they become 
needs. -Alex Rees 


Better Equipment. 
ound. 


Better 


Forget primitive monkey-see-monkey-do 
technology like Sound Blaster* and 
AdLib*. Today, even a chimp can hear the 
difference, between the tinny, toy-box 
mono of older cards, and ATI's big-as-life 
stereo sound 


Stereo Sound 

The fact is, ATI sound cards make 
monkeys out of the competition. They 
give you crystal-clear CD-quality sound at 
sampling rates up to 44 kHz, and add 
Stereo separation to your existing mono 
software applications and games. They 
even let you play and record your own 
stereo sound files 


Software Compatibility 

Let yourself really go bananas with 
ATl's 11-voice FM synthesizer and digital 
sound support. Full compatibility with 


Sound Blaster* and AdLib* lets you hack 
your way through the jungle of games and 
multimedia software, in DOS or Windows 
Our bundled software, including MIDI 
editing and playback utilities, is more fun 
than a barrel of monkeys - and a lot 

more useful 


High Speed Joystick Port 

Why let the older type of joystick port 
throw a monkey wrench into your gaming, 
with erratic response on today's fast 386 
and 486 computers. Our stereo cards let 
the gamer in you really go ape, with a 
built-in multi-speed adjustable joystick 
port that works smoothly on any PC. 


Don't add mono sound to your PC 
when you can have stereo 

Ask for ATI, ask for STEREO*F/X and 
hear the difference. 


STEREOsF/X 
Superior stereo sound, with multi-speed 
game port. MIDI port optional 


VGASTEREO*F/X 


Same great stereo sound, with multi- 
speed game port and MIDI as standard 
equipment, plus ATI's award-winning 
VGAWONDER XL graphics - all on a 
single card 


ATI TECHNOLOGIES INC., 
3761 Victoria Park Avenue, 
Scarborough, Ontario, 
Canada MIW 352 

Tel: (416) 756-0718 


TECHNOLOGIES INC. 


Perfecting the PC Fax: (416) 756-0720 


Copyright @ ATI Technologies Inc., 1992. All company and/or product names are trademarks and/or registered trademarks of their respective manufacturers. 
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CGR LOOKS RT THE LRTEST GENERRTION OF CD-ROM ENTERTRINMENT! 


ROTOR 


by Microdaft 


When CD-ROM was first discussed 
as a possible storage medium for 
computer data, a term was coined for 
what was thought the vast majority of 
CD releases would be: shovelware. 
Why shovelware? Because publishers 
would get out a metaphorical shovel 
and start heaping failed and/or outdat- 
ed games into packages, offering sev- 
eral games for the price of one. 

Interestingly enough, however, we 
haven't really seen many of these 
software collections. Even more inter- 
esting, we miss them. After all, the 
immediate benefits of that CD-ROM 
drive that users either got with their 
new 386 or 486 PCs, or purchased 
separately at great expense, must 
seem rather elusive. Many CD releas- 
es of prestige floppy titles have 
proven to be either identical to the 
original version or simply add a few 
meaningless bells and whistles. By 
and large, CD-ROM owners must 
wonder what all the fuss was about. 

The Rotor CD package from a pub- 
lisher with the guts to call itself 
"Microdaft" may not offer state-of-the- 
art gaming, but it does include three 
British-produced action games, two of 
which were highly regarded in their 
day, along with a bonus of several hi- 
res space photos, all for only $29.95. 

The games in this collection are 
Rotor, a scrolling thrust-and-rotate 
Sci-fi game vaguely reminiscent of 
Atari's old coin-op, Gravitar; the 
challenging Airball; and the omnibus 
game universe of Time Bandit. Rotor 
was developed by Microdaft, and Air- 
ball was programmed by Timothy M. 
Purves. The original version of Time 


Bandit was developed by Bill Dunlevy 
and Harry Lafnear while the PC con- 
version was handled by Purves and 
Lafnear. 

Rotor employs the classic Aster- 
oids play mechanic which allows the 
gamer to rotate an on-screen space- 
craft either clockwise or counter- 
clockwise, then hit the action button to 
engage forward thrust. The ship uses 
its front-mounted weapon to open 
crates and destroy enemies and a 
rear tractor beam to collect objects. 
The game's major problem is that its 
best graphics format is EGA, resulting 
in a distinctly drab look. 

Airball is somewhat reminiscent of 
Marble Madness. It suffers from the 
same imprecise joystick control that 
also mars Time Bandit. Players must 
manipulate a slowly deflating balloon 
through corridors and rooms bristling 
with sharp edges, knives and spears. 
The rich, medieval-style graphics 
(VGA capable) and angled, pseudo- 
three dimensional perspective help 


COMPUTER GAME REVIEW 


Airball avoid a dated look, but a con- 
test like this requires pinpoint control. 

Time Bandit was a cult classic in 
the early days of 16-bit computers 
due to the huge number of smaller 
contests embedded into the 
macrogame as well as its simultane- 
ous two-player mode. The player is 
vaulted to a world crammed full of 
icons, each of which represents a dif- 
ferent mini-game. There are dozens 
of maze-chases, a sampling of pars- 
er-driven animated text adventures, 
and an impressive selection of puzzle- 
based action strategy contests. These 
games-within-games are simple and 
far from masterpieces, but their sheer 
number and variety is impressive. 

This collection may mostly comprise 
games that were in their prime when 
CD was struggling to become accept- 
ed as an audio medium, but it's nice 
to see publishers putting together 
packages like this at reasonable 
prices. 

-Bill Kunkel 
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Please send me 12 issues for the low price 
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Send payment to: Computer Game Review, P.0.Box 7534, Red Oak, IA 51591-0534 


Name 
Address 
City 
State Zip 

. Payment Enclosed _ Bill Me 
Credit Card Orders: Visa MC 
Card Number 

Exp. Date 
Signature 


For Faster Service, Call Toll Free: 


Please allow 6-8 weeks for your first issue to arrive. 


THE SOFTWRRE 
TOOLWORKS CD 
GRME PRCK 


by Software Toolworks 


Five of Software Toolworks' 
releases from the past few years 
have been collected into a new CD- 
ROM package called The Software 
Toolworks CD Game Pack. It con- 
tains ChessMaster 2000, the enor- 
mously popular chess program; Life 
& Death, a surgical simulator; Crib- 
bage King/Gin King; Beyond the 
Black Hole, an action strategy game 
with 3-D effects; and Bruce Lee 
Lives, a martial arts game featuring 
Brandon Lee's late father. 

The CD loads through a data disk 
or, preferably, a hard drive, but the 
audio seems to be generated exclu- 
sively through the computer's 
onboard speaker. It is truly disap- 
pointing that publishers don't recog- 
nize that consumers who own CD 
drives and buy CD format products 
expect high quality sound and music 
in their games, as opposed to the 
primitive sounds produced by collec- 
tions like this. 

The games themselves are, pre- 
dictably, a mixed bag. Chessmaster 
2000 was the number one chess pro- 
gram for several years, but fs primi- 
tive visual presentation looks 
extremely old fashioned in compari- 
son to more recent efforts such as 
Battlechess (Interplay). The game 
also eschews the simplicity of a 
point-and-click interface in which the 
player would click on the piece they 
wish to move, then drag it to its new 
position. Instead, the squares are 
each tagged with numbers and let- 
ters and the user is forced to type in 
both the location of the piece and the 
square they wish to move it to in this 
notation style. 

It's an extremely flexible program, 
though, with plenty of user optionsin- 
cluding top-down or two-thirds per- 
spective board displays. Chessmas- 
ter 2000 is still a rugged opponent, 
but the blunt truth is that not one 
player in 25,000 is able to play any 
contemporary computer chess game 
competitively at the higher settings. 


Life & Death was one of those 
high concept ideas that got lost in 
the development process. The 
idea of casting a player as a sur- 
geon with patients to diagnose and 
operate on is not only educational, 
but a potential hoot as well. The 
game uses a simple point-and- 
click interface to simulate the 
details of medical life. Unfortunate- 
ly, the program’s parameters are 
so strict there’s no real opportunity 
for the user to have any fun. In 
surgery, a single wrong move can- 
cels the entire process and sends 
the microcomputer medic back to 
boring classes. Life & Death 
offers a very restricted form of 
entertainment. 

Gin King/Cribbage King are 
attractive card game simulators 
that employ a simple, menu-based 
interface. and a collection of seven 
different opponents, each with his 
or her own playing style. 

Beyond the Black Hole is one 
of the most offbeat and underrated 
games any computer software 
company ever produced. If it's 
possible to imagine Pong played 
in 3-D with an integral puzzle-solv- 
ing element added to juice up the 
35 levels of play, then that's 
Beyond the Black Hole. And, 
yes, the 3-D glasses are included. 
The game offers cute graphics, a 
wildly original and unique play 
mechanic, and you don't even 
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have to wear the glasses to appre- 
ciate it. One of the real treasures 
in this collection, BTBH combines 
a need for arcade skill combined 
with puzzle solving acumen. 

Finally, we have Bruce Lee 
Lives, a standard kung-fu combat 
contest with some interesting 
touches, primarily the user's ability 
to program in the desired moves 
through a rather confusing macro 
key system. The user has a range 
of options, from practicing combat 
styles to participating in a Bruce 
Lee style film. This is an entertain- 
ing entry that came along too late 
in the martial arts gaming cycle. 

All in all, The Software Tool- 
works CD Game Pack is one of 
the best CD software compendi- 
ums yet released. It offers a satis- 
fying blend of classic strategy 
games, arcade action and even a 
simulation. As long as you aren't 
expecting state-of-the-art, this col- 
lection should prove extremely sat- 
isfying. 

-Bill Kunkel 
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BRRNEY BERR GOES 
TO SCHOOL 


by Free Spirit Software 


Children ages 2-6 are the target 
audience for this little program, which 
blends early learning with point-and- 
click demonstrations. The low-pres- 
sure exposure to letter and number 
concepts should make this edutain- 
ment disk quite palatable for kids. 

"Little" is the operative word, since 
Barney Bear Goes to School is 
awfully thin for a multimedia product. 
What's there is acceptable, if sparse, 
but it's a long, long way from the 
multi-layered brilliance of Grandma 
and Me or Mixed-Up Mother 
Goose. 

The main display portrays a gram- 
mar school classroom with a pleas- 
ant-faced lady bear holding a black- 
board pointer that identifies her as 
the teacher. Clicking a portion of the 
Screen initiates either an educational 
game or an extremely brief demon- 
stration. For instance, clicking on the 
words on the blackboard presents a 
game in which the student must spell 
words using an on-screen alphabet 
after hearing and seeing them. 
Since the word stays visible, it is 
basically a letter-recognition exer- 
cise. 

Other contests include matching 
two-dimensional shapes with three- 
dimensional ones, counting, and col- 
or recognition. There's also a color- 
ing book module. 


program by... .Dave Krohne 
artwork by. .Stephen Bean 
presented bu 


FREE SPIRIT SOFTWARE INC. 


There are far too few clickable 
objects. The teacher herself is not 
selectable, which eliminates many 
possible interactions. The absence 
of animations is also disappointing. 
Few contemporary programs of this 
type would fail to have the teacher 
point to the activity the student 
chooses or make colored-in pic- 
tures come to life. 

Speech is used effectively in the 
program, mostly as feedback to 
confirm right answers or prompt 


Em 


the user to try again after inputting 
wrong ones. The actual messages 
seem somewhat terse, and a larger 
phrase bank would eliminate fre- 
quent repetition of phrases like "try 
again." 

Barney Bear Goes to School is 
a very cute idea, but the implemen- 
tation is undistinguished. It is, at 
best, mildly absorbing for 
preschoolers, though adults in the 
room may get a sudden impulse to 
play hooky. — Arnie Katz 


Barney Bear starts his day in bed. After he gets up, you can help 


him decide what to wear to school. 


Barney knows the importance of a good breakfast! After he eats, 
he'll be off to a fun-filled day at school! 
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You'll find many of these exciting new 
features on our updated classics: ] 
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om^ n Ever! 


available in color and black/white. = —— 


* Programmed by Apple specialists 

* Magnate high score of best players 
* Numerous player options 

* Realistic digitized sound 

* Multiple levels of skill 


* Easier "point and click" 
interface Г 
• Dazzling animations 


* Incredible sound 
effects with SOUNDBLASTER™ sound 

* Easy Windows installation 

• Super VGA support and hi-resolution graphics 


Windows is a trademark of Microsoft Corporation. 


FEATURES LISTED FOR BOTH FORMATS MAY NOT | PARKER 
BE AVAILABLE IN ALL VERSIONS OF EVERY GAME. | BROTHERS 
Monopoly is a registered trademark of Tonka Corporation. 

©1982 Parker Brothers, a division of Топка Corporation. Risk@ is a 
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Tonka Corporation. @ 1836 Parker Brothers, a division of Tonka Corporation 
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Virgin is a registered trademark of Virgin Enterprises Lt. 


For pricing and orders, please call 8Bf-VRG-INB7. Visa, 
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| let it go when the mad doctor 
moved into that old castle. However, 
when he snatched the innocent girl 
(for who knows what purposes) | had 
to act. | expected the woods to be 
"somewhat quiet, and the wolves and 
their bipedal cousins were not too 
"tough. However, their big brother 
was a problem until | convinced him 
to bite the bullet and capped his 
tooth with a silver filling. The ruckus | 
raised. in the graveyard was enough 
wake the dead, but the real shock- 
er was the bonehead at the end. I 
beat his royal flush with an ace of 
Spades and went on my merry way. 
As it turns out, the ole Doc really did 
have bats in his belfry. There was a 
really big sucker who wanted to put 
the bite on me. | had too much at 
stake though, and when he crossed 
me | got him to hang around for 
awhile. | finally found my way down 
to the basement and the doctor's lab- 
oratory. | found that the nutty profes- 
Sor had set up some revolting traps 
in preparation for my arrival. At last, | 
reached his hidden lab and found the 
maiden in dire straits. The doc got a 
hand from some friends, but he 
shouldered the weight of his respon- 
sibilities. | love a happy ending! 
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Trevor Sorensen's 


LEGIONS OF 


| “ ку 


by Supernova Creations” and Mark Baldwin 


New in the Star Fleet series, Legions of Krella puts you in 
control of a mighty Krellan fleet invading the hated United 
Galactic Alliance. Your warriors fight for the glory of the Em- 
pire, to earn battle honors for their legions, and to wipe 
democracy from the galaxy. Only the strong should survive 
to rule! 


Each new planet is a fresh challenge. Bombard it with your 
battlecruisers and destroyers. Assault its critical sites with 
your elite shock troops, then follow them with waves of heavi- 
ly armored warriors. Lead your troops at the strategic or tacti- 


— = 


— 


cal level as they conquer in the name of Krella. Then on to 
the next planet! 


Your victories bring rewards and honors, leading you to your 
ultimate goal of gaining Krella's most noble rank—Imperial 
Tribune! 


Legions of Krella provides deep and exciting real-time game 
play in a truly advanced space war simulation. Your legions 
will conquer an almost unlimited variety of planets, frozen or 
scalding, barren or drenched. Hours, months and years of 
enjoyment are yours as you command the Legions of Krella. 


MINDCRAFT 


2291 205th Street, Suite 201, Torrance, CA 90501 
(Actual screens may vary.) 
CIRCLE #158 ON READER SERVICE CARD. 


RATED GAME IN 
FOOTBALL. 


or John Madden," Football's 


a game of ratings and matchups’ 
That's why John Madden Football" II captures 
all the subtle nuances, all the 
personality of the game itself. 
* You'd expect that with up to 8 
ratings per player, 35 players per 
_ team, 28 pro caliber teams, plus 
an All-Madden squad. 
| What you might not expect 
is how far inside football you get. 
' Design your own plays. Or choose 
from Madden's new playbook 
packed with over 80 offensive and 
100 defensive plays.Your game 
plan has to take into account every 
facet of the game: injuries, penal- 
| ties, and, of course, the plan of 
the guy pacing the far sideline. 
The challenge to tackle is 
making the right call, the right one-on-one matchups. Every down. On both sides 
of the ball. Kind of like chess with shoulder pads. 
Of course, the actions brought to you by the highest rated sports network: EASN™ 
Providing stunning 3-D field perspectives. Instant replays. Stats at any time. 
And play-by-play analysis and help from Madden himself. 
ren ипинь, газе It's no wonder John Madden Football earned such positive ratings. 
Кыл beste a || OMNI, for example, called the original “Computer Sports Game of the 
== Year.” And this versions even more intense. 
Visit your local EA dealer or r call (800) 245-4525 anytime to order. 
Then see how you rate 
| in Maddens league. 


Strategy is the name of the game. If you 
dominate the one-on-one matchups, you'll 
have a future in this league. 


by Robin Antonick ond Jahn Modden. 
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sects the action like a surgeon 
with in-depth analysis on every play. 
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Our goal is to preserve classic video game magazines so that 
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